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THE PLANET’S HOTTEST HARDWARE 
HEETS THE PLANET’S COOLEST SOFTWARE. 
INTRODUCIN6 GAHE BLASTER CD 16. 


All the leaders of the gaming universe have joined 
forces. And now they re coming to get you. No 
other game experience can prepare you for what's 
waiting inside the new Game Blaster CD”* 16 mul¬ 
timedia upgrade kit."^ You get a Sound Blaster”* 
16-bit sound card and speakers that make all 
your games sound terrifyingly real. A double- 
speed CD-ROM, so all your games run 
faster. An FX-2000 
joystick, so you can 
hone your reflexes. 
Not to mention the 



most outrageous games in the cosmos —Rebel 
Assault and Sim City 2000—and for the next six 
months, no other kits have them. But that's not 
all. Game Blaster also includes Return to Zork, 
Iron Helix, F-1I7A Stealth Fighter, Silent Ser¬ 
vice II, Civilization, Railroad Tycoon, and GroHer's 
Multimedia Encyclopedia. Of course, all your 
games will sound better because they’re made to be 
played on Sound Blaster. The question is, can 
you handle it? Want more info or the name of a 
Creative Labs dealer? ^ . _ 

CREATIVE 

Call 1-800-998-5227. o. . at. vrT.... .nc 


*Sii|j;gntni Retail Piricr $549.95 CI994 C>«aiivr Trclwiulug;r LlA Gxnr Waticr CD. Suund BlaMrr. and ihr Snund BUln and Cnraim logut atr irademarks of C.rcaaivr Trchnolo^ Ud. AB odw trademvtu 
aw ihc pnifwtty of thrir iwpettiw ownm, US inquBin: Crrativr Lain 1-800-998-5227 or 4<»-428-6«X1. inimiatiunal BK)uino: Ciratiw T<<linulogy Lad.. Smgafwtr. TEL 65-775-0255 FAX 65-7754)353. 
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Viewers Due to Realistic 
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Blake Stone: Aliens of Gold requires on IBM or 100% comp>atibte computer wntr^K RAM, a VGA graphics card, and a hard disk 
f Extended memory (XMS), expanded memory (EMS), joystick, mouse, AdLib, Sound Blaster or compatible cords are optiofxjl 
^ Trademarks belong to their respective owners. t 
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Have you ever noticed those exercise steps that people work out on? People who 
own houses with stairs buy a free-standing step. Is that necessary? 

It’s similar to buzzwords and jargon. Without naming any perpetrators, I’m going to 
mention some of the latest and greatest buzzwords that have been started up by the 
computer industry. Not all of them have been pushed on the mass audience of Ameri¬ 
ca, and of those that have, not all of them have become common parlance because of 
computer people. 

It started, or at least came to my 
attention when people in offices across 
the country stopped talking to each 
other and started “interfacing.” The 
definition has even made it into at least 
one dictionary. People also don’t hold 
meetings, take meetings or do meet¬ 
ings any more. They “network.” It 
seems that anything that makes our 
world a little less human and a little more computer-like is in. 

Me? I don’t interface and I don’t have an interface. I don’t network, although I do use 
a network. Nope, I talk and meet. Time and humanity are short enough as It is to give 
them away just to be on the “cutting edge” of the latest language trend. Think how 
dehumanizing it is—when you talk to someone, you don’t have to just talk. You can 
shout, whisper, yell, cajole, scream, holler, etc. ad Infinitum. But if you interface, you 
just interface. 

Enough of that soapbox. Let’s talk about some other buzzwords that stick In my 
craw. The big one, of course, is “virtual reality.” Everybody’s talking about it, everybody 
Is claiming that there game has It or approaches it (some people may actually be right) 
and at every convention or meeting (or network, naturally), it’s the topic of conversa¬ 
tion. What is it? No one knows! Virtual reality means that It isn’t real but it seems real. 
All of the “virtual reality” I’ve seen looks polygonal and blocky. They didn’t fool me into 
thinking they were real. For awhile at least, lets tone down the use of this term. 

Let's also can the term “multimedia.” Every game with sound and graphics is a multi- 
media experience using the strictest definition of the word. It use more than one medi¬ 
um (sound and pictures) to convey its meaning. Multimedia is nothing new. Television 
is multimedia. So are the grand majority of games. 

“Interactive", particularly when used with the words “movie” or “cinema” have been 
almost as pen/asive and ubiquitous as multimedia. I have no problem with games that 
borrow heavily from cinematic styles. Often times, I like them. But please, spare me 
the “interactive film/movie/cinema/theater” tag line. I can figure out for myself that it’s 
using the same techniques found in movies, and if I can’t, will I enjoy the game less? 

What are the reasons for this? There 
are several. One is that it’s simply arro¬ 
gance. People like to sound like 
experts, so they make up terms for 
things that don’t need terms. By 
Inventing a term like “interactive movie” 
for “game,” we can feel like we know 
more than anybody else about what we’re discussing. It’s a way to feel like an expert 
without being one. It also makes the work of a particular Industry sound exciting and 
important. Try reading an education journal and you’ll see what I mean. Teachers are 
notorious for jargon. 

It’s also marketing hyperbole. When the first “truly interactive multimedia experience” 
comes out, whatever it Is and whenever it happens, it’ll just be a game. The only differ¬ 
ence will be that “interactive multimedia experience” will be a copyright of the company 
pr(xlucing the software. Trust your Instincts and trust your intelligence. 

Just remember that just because someone is using jargon or buzzwords doesn’t 
mean they know what they are talking about. 


“Spare me the ‘interactive 
film/movie/cinema/theater’ 
tag line.” 


“Time and humanity are 
short enough as it is to 
give them away just to be 
on the ‘cutting edge’ of the 
iatest ianguage trend.” 


Steve Honeyweu 
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COMING IN JULY '94. 


For order information call 800-695-GAME today. 
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The Peanuts gang comes to Windows, as do extinct creatures. 
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Amie Katz offers his opinions on the latest PC trends. 
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Q i A With the Came Doctor 76 
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Choose Any Iteo Sierra Games 
FREE When You Switch to Sprint!* 


Sprjnt long distance service just 
became more valuable up to $159.90** 
more! Now, when you switch your 
home long distance service to Sprint, 
you can select any Sierra game, tree! 
After enjoying six months of high 
quality long distance, you may qualify 
for a second free Sierra game.*** 

Only Sprint can offer you a nation¬ 
wide 100% digital, fiber optic network 
that provides the long-distance quality 
and reliability you need. Experience for 
yourself Sprint's “fiber-optic" clarity 
that makes both your long-distance calls 
and PC data transmissions crystal clear 
and virtually error free. 

Unsurpassed call and data clarity is 
just one of the many benefits you will 
enjoy as a Sprint customer. 

The Most* A Unique Calling Plan 
Sprint offers an unprecedented long¬ 
distance calling plan called The Most 
available now for all customers. The 
Most will save Sprint Customers 20 
percent off already low rates on calls 
each month to whomever you talk to 


the most, including international 
calls even if the called person is with a 
competitive long distance carrier. 

The Most will also provide an 
automatic 20 percent discount off all 
calls to Sprint's millions of dial 1 
customers, anytime and anywhere. 

When the person you talk to the 
most in a given month is a Sprint 
Customer, Sprint will combine both 
discounts for an effective overall 
savings of 36 percent on calls to that 
number.**** 

Save on Long-Distance When 
You're away from home too! 

Sprint's FONCARD'*' lets you continue 
to take advantage of long-distance 
calling and savings even when you're 
away from home. The FDNCARD is free, 
with cards available for every member 
of your family. 

The Service You Deserve 

At Sprint, we make no compromises 
when it comes to dependable, personal 
service - we do it all; operator services. 


directory assistance, customer service, 
even instant credit for wrong numbers. 
And we do it 24 hours a day! 

No Risk Guarantee 

Your satisfaction is guarafiteed: we'll 
pick up the cost of switching your long 
distance to Sprint, and will even pay to 
switch you back if you are not completely 
satisfied. (Some restrictions apply.) 

So why not sign up for Sprint and 
receive the clarity, savings and service 
you want while getting two Sierra 
games you enjoy? 



Offer valid only in the U.S. and for nt?w Sprint customers 
Not valid for F ONCARO only orders One offer per 
household. Certain restrictions apply. 

Retail value of Sierra Games. Offer valid on any current 
Sierra product with a retail value of S79.9S or below 
To qualify for a second game, the customer must bill S20 
per month in 3 of the first 6 months. 

THE MOST discounts apply to in state/intraLATA calls 
only where authorized 
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There’s nothing quite like the thrill of 
being the power behind the 
throne. You work all day, you 
kill off a couple of nobles, put 
your pet member of 
the royal family in a 
position to be 
crowned. Now, it’s 
mead time. Avalon 
Hill’s latest con¬ 
version of 
one of their 
board 

games to the 
PC is King¬ 
maker, a 
historical 
recreation 
of the War 
of the 
Roses 
that split 
England apart 
into bloody civil 
war. Now you vie to be 
one of the powers behind 
the crown as the houses of York and 
Lancaster fight for the eventual control 
of the British Isles. It’s said that the head 
that wears the crown lies uneasy. Prove it 
by being the one to assassinate the king 
and put your puppet in place. Check out 
page 52. 
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The case of the 
Overworked Enployee 

I’m Bemie. The mutt’s Jock 




Vfe’re the Stress Police. Vfe see this 
happen all too often. Poor Couldn’t 
handle the pressure. Didn’t 
have MicroLeague TimeCXit 
1 Sports Baseball. Dcn’t 
\ let this happen to you. 
r Feeling stressed? 

Take a TimeOut, pal. 
Play saiK ball. 
Case Closed. 


Utilitainment 


IliLs Timc Oiu'^giimc is the first 
in a series of new' applications for 
M ientsoft ’ Wi nclows. 
It’s utility software that entertahis, 
too: Utilitainment. 
Only mcnOLEJICUE hxs it. 


The event you have just witnessed is true. The names have been changed to protect the innocent. 

Windows is a trademark of Microsoft Corporation. 

MicroLeague TimeQut Sports and Utilitatinment are Trademarks of MicroLeague Interactive Software. 


I (800)334-65 Jf 
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Fmcet PownNC... 


Dear CGR: 

I just received your April, 1994 issue. 
Keep it up, you put out a great maga¬ 
zine. 

About your Game Over section: keep it 
out. One of the satisfactions of playing a 
computer game is finishing it and being 
treated to a great ending. Giving this 
away is like telling someone how a book 
ends. 

About Kevin O’Connor’s response to 
your video game regulation comments: 
get a life. Computer games, television 
and other forms of entertainment do not 
destroy moral values. To use a cliche, 
people do. Pornography and violence 
have been a part of humanity forever. 
Look somewhere else to point your fin¬ 
ger. 

One more on Wing Commander II vs. 
X-Wing: who cares. You like what you 
like and I’ll like what I like. 

Patrick Barnum 
Tampa, FL 

Thanks for the kind comments. The 
status of Game Over still remains unde¬ 
cided, since the polls are starting to split 
IVII be a tough race. 

I hold with my statements about game 
violence and sex. I am not opposed to 
an industry rating system, but I also do 
not believe that games or any form of 
entertainment are responsible for the 
erosion of moral values in the country. 
On the contrary, I think the probable 
cause of increased game violence and 
the desire for increased game violence 
is more than likely due to said eroded 
values. We as an industry, we as par¬ 
ents and we as people need to take 
some responsibility for our actions. 

won vs. X-Wing is still a hot topic. 
Like the baseball hot-stove leagues, this 
topic will not die. For a different slant on 
this question from an old colleague, read 
on, read on. 


Rarno systems cet 

ANOTHER WORKOUT. . . 

Puis, a whou new way to look at the 

CONTROVERSY BETWEBI X-WiNG AND WC II. 

Sendyour questions, comments, witticisms and criticisms to: 

Postage Due 
Computer Game Review 
1920 Highland Avenue, Suite 222 
Lombard, Illinois 60148 


Rc Rem. Burmnc Issues. .. 

To Steve Honeywell and his happy letter 
column: 

What’s the deal? 

When we would get together, you’d 
boast of two things: 1) something per¬ 
sonal which I’d rather have your wife 
confirm for me, and 2) how smart your 
readers are. 

So what’s going on with the same old 
arguments between WC II and X-Wing- 
graphics, sound and playability have 
been done to death, so it’s time to help 
the readers move onto the secondary 
considerations: 

1) Eco-stuff. Which uses fewer dead 
trees In the packaging and documenta¬ 
tion? 

2) Which cinematics induce deeper crav¬ 
ings for greasy, salty popcorn? 

3) Which game is easier to control once 
you’ve gotten your ThrustMaster all 
greasy and salty? 

4) P.C. Police. Mix of differently gen¬ 
dered, beliefed, colored, speciesed (?) 
supporting characters. Wheelchair 
bound pilots score double here as do 
Inner children and anyone married to 
Jeff Gillooly. 

5) The Dramamlne factor. Get a motion- 
sickness-prone friend and a good plastic 
cover for the keyboard to find which 
game will cause a lunch toss at 66Mhz. 

6) The dinosaur factor. Will the credits 
scroll past unaided in five minutes or 
less on a 286? 

7) Sexual frustration index. Which is 
best on Saturday night when you have 
to engage In a little channeling of frustra¬ 
tion into outer-space violence? 

8) Spousal/boss approval. Which game 
will they tolerate you playing longer 
instead of dealing with their demands? 
Or which will they want to try out? 

9) Pause principle. If you’re forced to 


return to a pitched battle after a 20 
minute phone call, which game will be 
easiest to restart without being com¬ 
pletely lost? Can you really tell where 
those frozen pixels and polygons were 
heading, let alone your own ship? 

10) The house rabbit factor. Which box 
will a free-running lagomorph prefer to 
eat (My bunny actually thought Mantis 
had a better tasting box than just about 
anything in the game library.)? 

David S. Moskowitz 
Venice, CA 

For the uninformed, Mr. Moskowitz, at 
one point in his career, was the comput¬ 
er games editor for Video Games and 
Computer Entertainment. He’s currently 
keeping himself busy writing game 
scripts and doing some translation work. 
Nice to hear from you, Dave. 

Please accept these answers and 
additions to your questions. 

1) What do you mean? Are you asking 
me to believe that paper doesn’t grow on 
trees? 

2) Neither. Nick at Nite does that for me. 

3) You know, I can think of so many pos¬ 
sible comments for this question, but 
none of them are printable. 

4) Agreed, but only if getting in touch 
with your masculine/feminine side also 
scores double points and if Robert Bly 
references score triple. 

5) Isn’t that what Coaster was for? 

6) Are you nuts? 5 minute credits for an 
Origin game? Not even on a Pentium! 

7) See answer #3. 

8) As far as my wife is concerned, nei¬ 
ther. As far as my boss is concerned, 
either. Your boss, however, my vary. 

9) When I have to pause, I prefer a 
game like Minesweeper or Checkers. 

10) We don’t know from bunnies, but 
one Sendai employee’s wife’s cat did eat 
his X-Wing box. No joke! 
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THE BEG INNING OF THE END 

1 As Supreme Allied or Axis Commander, the fate of Europe 
hangs on your decision. The challenge to the Allies; 
Establish a beachhead and smash through to Berlin. 

To the Axis: Break them and preserve the Reich. 



Historically Accurate Personalities 


Turn-Based Campaign Level 


Micro-Miniatures Battle on Detailed Terrain 



Reinforce and Build your Divisions 

Impressions 



Play real-time animated battles within turn-based strategic 
campaigns from June 1944 through the end of the war. 

D-Day: The Beginning of the End"* is the latest in 
Impressions' Micro-Miniatures series. It even surpasses "The 
Biue & The Gray" in strategic complexity, and packs in the 
historical detail you demand. 

• Historically accurate army organization • 

• Leadership capabilities & Personalities • 

• Enhanced A.I. • Naval/Air Bombardments • 

• Accurate Field Weapons • 

• Supply & Reinforcements • 

• Detailed rural and urban terrain • 
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Battle Results: Win or lose? 


01904 Impressions Software Inc IBM PC VGA Screenshots 


Committed to Excellence in Strategy Entertainment 


Impressions Software, Inc. 222 Third Street, Suite 0234, Cambridge MA 02142 


























































The CGR Review Breakdown 

All numerical scores are based on a 1- 
100 scale, with scores above 90 indicat¬ 
ing a superior effort. 

The numerical scores at the top of 
each review reflect how the three 
reviewers feel the game rates in three 
different areas. Interface reflects how 
well designed the game is from the 
user’s perspective. Playability indicates 
how easy and fun the game controls are 
to operate. Graphics and sound scores 
show the level of the audio-visual quali¬ 
ties of the game are. Replay value is a 
determination of the desire to replay the 
game once It has been won. The overall 
score Is a combination of the above rat¬ 
ings and the three reviewers’ scores. 

Games are tested on 386/33 and 
486/66 Myoda computers using a wide 
variety of sound cards and controllers for 
the most complete testing possible. 

THE CGR REVIEWERS. .. 

Kevin: Engaged to be married in Sep¬ 
tember. Kevin has evidenced no cold 
feet as of yet. It is a little disturbing that 
he’s been playing a lot of Hollywood 
Mogul and making sappy love stories, 
though. Kevin loves a good war game 
or a good strategy game, but little lights 
him up like the challenge of a new 
builder. Along with Hollywood Mogul, 
Kevin has been getting involved with 
the intricacies of Avalon Hill’s Kingmak¬ 
er this past month as well as running a 
game of VGA Planets. 

Ted: Engaged in a desperate search 
for Hot Wheels track, Ted is currently 
going through nostalgia withdrawal. A 
puzzle maven, Ted has never been 
overly thrilled with most sports games, 
with the possible exception of driving 
Sims. Now with his own hardware col¬ 
umn, Ted is excited about all of the new 
toys he’s been getting. When he hasn’t 
been installing cards or testing speak¬ 
ers this month, Ted has been 
engrossed in Software Toolworks’ Ulti¬ 
mate Domain. 

Steve: Engaged in setting up his wife’s 
new Macintosh, Steve is looking for 
another power strip. Thanks to the Mac, 
Steve has been going back to some 
classic Mac games like M4, Crystal Cal- 
iburn and the new Indiana Jones and 
the Fate of Atlantis Macintosh CD- 
ROM. While he considers himself an 
eclectic gamer, Steve has never had a 
lot of fondness for highly technical flight 
simulations. He loves golf sims, puzzle 
games and military simulations most of 
all. 


_ 

No AitouMe«T Here. .. 


Dear CGR: 

I write this letter in hopes that I can 
encourage some of you parents out 
there to throw away your child’s Ninten¬ 
do or Sega and let them venture into the 
wonderful world of computer games. 
Why, do you ask? Let me Introduce 
myself: I am a graduate of the Nintendo 
and Sega [camp] and have found that 
not only does a wide arrangement of 
computer games entertain, but many of 
them educate. I’m not talking about edu¬ 
tainment, I’m talking about the very 
games that you review here In this mag¬ 
azine (Red Baron, Aces of the Pacific, 
Battles of the North Atlantic, 1939-43, 
Aces Over Europe, etc.). 

These are considered to be entertain¬ 
ment games, yet I’ve learned more 
about World War I playing Red Baron 
than I ever did in school. I learned more 
about World War II playing Aces of the 
Pacific than I ever did in my honor histo¬ 
ry class. 

I consider my computer to be an inter¬ 
active history book; a place that not only 
can I learn about history but where I can 
also participate. Show me a history book 
that allows you to actually take the place 
of Hitler or fly with the aces of the Pacific 
Theater in World War II. After playing a 
number of games, I became aware of 
the struggles and battles fought. I not 
only knew the dates of when the battles 
happened, but I also participated in 
them. I credit my computer for a lot of 
the success that I’ve had in school. 

So, to all of you parents who are in the 
other room playing on the computer 
while your kids are playing a mindless 
arcade game, why not Invite them in and 
show them a couple of your games? 

Joe Folley 
Hanford. CA 

The computer is an excellent teaching 
tool for a variety of reasons. Speaking 
for myself, I got into computer games 
because it was an opportunity for me to 
play war games while I was by myself. 
Because of this, I became more and 
more interested in World War II, specific 
cally the North African campaign, thanks 
to MicroProse’s Decision in the Desert 
(made, if memory serves, by Sid Meier 
and Ed Sever). 

Education is more effective when the 
learner shows an interest in the subject. 
There are few better ways to make 
learning enjoyable than to hide the fact 
from the student that they are actually 
learning. Thanks for the letter, Joe. 
You're right on target. 


Scoring DiscRffANOES... 

Dear CGR: 

If I can get you off your soapbox for a 
few minutes, maybe you can help me 
understand your rating system. 

Please take a look at page 41 of the 
April, 1994 Issue. The three bold red rat¬ 
ings shown there average out to a 91% 
rating as shown on page 40. Fine, but 
where did these red ratings come from? 
Ted has given the game Gabriel Knight 
ratings in five different areas, none of 
which exceeds 89. Why is there a great 
big “91” in the middle of his review? 

Looking further in the magazine for an 
answer, the only information I could find 
was on page 12 In “The CGR Review 
Breakdown,” and that turned out to be of 
no help. The apparent discrepancies in 
the ratings have been going on for 
months. I’m writing because no one has 
brought it to your attention. How about a 
few lines In the next Issue explaining 
what Is going on? Thanks. 

Edward Judd 
Dona Ana, NM 

The answer to the apparent problem is 
simple, Edward. The ratings given by 
each of the reviewers is not necessarily 
an average of the scores at the top of 
their review. 

As an example, let’s take Gabriel 
Knight from the April issue. We’ll use my 
review (the one on the bottom). The 
average of the five scores across the top 
of my review is 79. I gave the game a 
90. Why? Let’s go inside what these 
numbers reflect and what they don’t 
reflect. 

The lowest score I gave was for replay 
value, because once you've finished GK, 
you probably won’t want to go back and 
play it again. This does not mean that 
the overall score should suffer; if that 
were the case, no adventure or role- 
playing game would ever score well in 
Computer Game Review, because those 
games, as a general rule, do not offer 
much replay value. 

Another example: with those five 
scores, a classic like Zork would get 
from me, a decent score for interface 
and playability, 0 for graphics, 0 for 
sound and very low for replay value. 
Does that mean it’s a bad game? Not at 
all! 

While those five scores cover a lot of 
territory, they do not cover how much 
fun we had playing the game, how 
deeply we were pulled into the experi¬ 
ence, or any of the other intangible fac¬ 
tors that turn a good game into a great 
game or a great game into a classic. 


COHmiTER GAME REVIEW 






jUtedieval ({^ngland 

A time of casties and conquest. The throne is empty. 

<=s=? 

The serfs are restless. 

Rebellion is in the air. 

The Lords of the Realm invite you to join their ranks. 
Build your castles. Cultivate your lands. 
Marshal your resources. 

Take the risk. 

Go for the Crovm. 




Coming soon from 

Impressions - 



































A Few Commenis. .. 

Picked you magazine up at the local 
Hastings Bookstore. Next day realized 
that it was not a [competing magazine], 
but I find that I’m glad I bought it. 

I had some comments: 

First, glitches, bugs and quirks; It is 
only a quirk If the problem [in a game] 
only occurs In a very specific, unique 
place or if the company is up front about 
the problem and is honest about the 
work-arounds. If any. For an example of 
a work-around issue that qualifies as a 
quirk, Privateer has some problem with 
the Pro Audio Spectrum boards. The 
work-around, clearly laid out on a bright 
yellow Insert, is to use Sound Blaster 
emulation. Works great. For a unique 
quirk, one of the aces “goes stealth” 
(disappears from view while remaining in 
play) in Wing Commander. It is only that 
ace, and the problem can be cured by 
using the Alt V key to turn off the video 
for that mission. 

Quirks don’t bother me. With lots of 
code, quirks are bound to surface, some 
rarely. To my knowledge, the stealth ace 
quirk was not found until 1993. With a 
game like Wing Commander, that has to 
qualify as rarely appearing. 

it also counts as a quirk if something 


works “wrong”-I.E. differently from the 
rest of the company’s products (mouse 
support in Privateer is not Wing Com¬ 
mander style. I like the WC mouse 
method. I don’t like the joystick emula¬ 
tion mouse method.). 

It is a glitch if something doesn’t work 
right. Glitches only count if they involve 
a major, core control or item or if they 
are not acknowledged. For example, if a 
CH Flightstick or similar joystick, or if 
Sound Blaster sound doesn’t work, that 
is a glitch that matters. In Wing Com¬ 
mander II and WCA, It is a glitch that 
using a mouse results in uncontrolled 
autofire of the blasters, it would not be a 
glitch if Origin acknowledged the prob¬ 
lem. 

It is a bug if the program just doesn’t 
work right. Crash bugs and the like. 

Bugs should not be tolerated. It would 
be nice if glitches were taken care of by 
being acknowledged (and I would note 
that it is only fair that some alternate 
methods of controlling a game won’t 
work as well as the method the game is 
designed for) or by patches being pro¬ 
vided (note that Lightspeed allows for 
both methods of using a mouse instead 
of a joystick-the Origin standard and the 
joystick emulation method). 

Second, Game Over, other editorial 


letters: Heck, I’d like to see the game 
over for the fifteenth level of the Wing 
Commander Academy gauntlet. My five- 
year-old daughter likes to help me when 
I try to play, and with the mouse (and the 
semi-random autofire problem), we only 
get about half way there, blowing It 
around level eight or nine. Indeed, for 
most games. I’d be curious. 

Wing Commander II was nice in hav¬ 
ing a plot, but It had Its down points too, 
In comparison to its roots. To begin with, 
if your group of gamers was competitive, 
you did not have the various medals, 
promotions and such to use for compari¬ 
son. Next, unlike Wing Commander, the 
hinge points that resulted in missions 
being lost or won were often foolishly 
chosen (in fact, with some of them it was 
impossible to lose the mission unless 
you actively went out of your way to do 
so). 

X-Wing left me cold. I watched friends 
play but did not engage enough interest 
to buy one to install on my machine (vs. 
the multiple copies of Wing Commander 
I bought). Part of It has to do with mis¬ 
sion plotting. Part with the nature of the 
ships and the balance of the simulation. 

I think those comparisons are fair and 
that you are doing a good job in making 
them. Since we live in the present and 





not the past, games should be com¬ 
pared using current values, and the new 
Wing Commander Supreme gets com¬ 
pared the same way on 3D0-on current 
values. 

I’m curious to see how Privateer and 
Righteous Fire compare over the long 
run. For 1993, I’d put Privateer over X- 
Wing. But then, I’d put WC over WCII, 
so my preferences are obviously differ¬ 
ent. Plotting of the encounters (vs. game 
plot) is important to me, but can be repe¬ 
titious (which makes it difficult to use 
some of the best methods too often). 

Third, reviews: Liked the Doom review. 
You missed mentioning the variable diffi¬ 
culty levels. On “easy" it really is easy. 
I’m looking fon^rard to the Barney patch. 

The Gabriel Knight review pointed out 
things other reviewers had missed. 

RPG Review did a nice job on an 
important topic. Computer RPG games 
are destroying the others. The computer 
tends to always be available for play, 
rarely cheats and often has better plot¬ 
ting and settings. The unending nature 
(with supplements, too!) really helps. 

I would like to see game designer 
names. We all know Chris Roberts, but 
what about Scott Bennie, Sandy 
Petersen or Law Schick? 

Final note, equipment: A number of 


reviews, in your magazine and others, 
have rated game play and “punchiness" 
based on raw processor strength. 

My experience has been that video 
card performance, once you are into 486 
machines, is more important. E.G., Pri¬ 
vateer is kind of slow even on some 
486DX2/66’s. However, It snaps right 
along on a good 486SX/25 with 32-Bit 
local bus and lots of RAM. 

You might want to mention that when 
detailing what system resources are 
necessary for a game. 

Stephen Marsh 
Wichita Falls, TX 

Whew! Long letter, but a good read 
and an informative one. Glad you like 
the magazine, Stephen. 

I’ve received a couple of letters on the 
whole glitch/bug topic, and you’ve come 
the closest to my opinion. I do not think 
that game designers should be derided 
for having a few quirks (as you call 
them) in their games, and yet a lot of the 
consumers get up in arms when their 
games aren’t “perfect.” Glitches are 
annoying. For example, we found a 
glitch with the streets in SimCity 2000 
that can be easily worked around (don’t 
build bridges, don't allocate money for 
bridges). Annoying, but the game is still 


playable. Bugs are intolerable, frustrat¬ 
ing and bad news all around. There is no 
excuse for a bug that causes a game to 
crash. 

As reported earlier, the jury is stilt out 
on the reinstatement or permanent 
removal of the Game Over section. Con¬ 
cerning the best games of 1993, my 
favorite was X-Wing, followed closely by 
SSG’s Warlords 2 with Privateer coming 
in third. For the record, X-Wing made 
Kevin’s top ten list at number 5 while 
Ted had X-Wing and Privateer ranked 
7th and 8th respectively. Obviously, 
opinions differ, and judging by our letters 
column for the past year, the WC ll/X- 
Wing debate is not only furious, it shows 
no sign of stopping in the near future. 
Can’t wait for TIE Fighter to add some 
fuel to this one. 

Thanks for the kind words concerning 
the reviews. That’s the reason we have 
more than one person look at each 
game-it gives us a different perspective 
on each title. 

Your comment regarding processor 
speed and video card performance is a 
good one. We try to test games out on 
multiple configurations, and while there 
are too many different possibilities to try 
everything out, we do attempt to locate 
the differences from system to system. 



If it were any 
more real, you'd be 
drinking Tang. 



New Microsoft* Space Simulator 
is so authentic, even astronauts are ask¬ 
ing for it. Select your spacecraft from 
our fleet and blast off. Once in space, 
command your ship in our free-flight 
mode. Explore the fiery red canyons of 
Mars, or the explosion of a supernova, 
all based on actual satellite data. It’s 
just one of the realistic simulations we 
have waiting for you to take control. 
To get off the ground, shuttle over to 
your reseller and pick it up. 
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UrauDMc... 

Dear CGR: 

To begin with, I offer you salutations 
on your most excellent magazine. I thor¬ 
oughly enjoy every page. I wish I had a 
subscription, but my girlfriend won’t let 
me, so I have to sneak them past her so 
she doesn’t know that I bought a new 
magazine. She wants a craft magazine 
subscription (yech!). I do have one com¬ 
plaint, though. In your March issue, the 
advertisement for IndyCar Racing (which 
looked good) spread black Ink over my 
hands. It is not the first time that this has 
happened, and It only happens with the 
pages that are mostly black. It is only 
mildly irritating and does not detract from 
my enjoyment. 

I am writing because I have a few 
questions of you. I am currently using a 
basic 286 computer (pretty scary, huh?). 

I am looking to get a new one, but am 
intimidated by the large selection to 
choose from, and I am not very comput¬ 
er-literate (I play games). I also want a 
computer that will last me a number of 
years without the need to upgrade. I 
have been reading a number of maga¬ 
zines on what the system requirements 
should be for a computer these days, 
and I would appreciate your input on 
what I found. A 4860X2/66 with 16MB 
RAM and a 250 MB (or higher) hard 
drive with a fast access time. A non¬ 
interlaced monitor supporting VESA 
standard modes. A video card support¬ 
ing VL-BUS. A double-speed CD-ROM 
drive with an access time under 300ms 
that should be photo-CD compatible. 
The CD drive should have an 8-note 
synthesizer with MIDI playback. A 16-Bit 
Sound Blaster 16 ASP. A Roland MA-12 
self-powered speaker system or self- 
powered studio speakers. ThrustMaster 
joystick controller card and the Mark II 
WCS and PCS with rudder pedals. 

Also, are there any actuarial programs 
out there? My girlfriend is an actuary 
student and will work on actuary stuff 
when she is done, and I want something 
for her on my computer (other than 
Tetris). 

Also, why are all the sea battle strate¬ 
gic games only about WWII? Why not 
battles like the Battle of the Chesa¬ 
peake, Battle of Saintes, Battle of the 
Nile or even the Battle of Trafalgar. 
These are classic battles and should not 
be ignored. 

One more thing. Your review of 
Romance of the Three Kingdoms III was 
very good. I waited a long time for the 
game to come out, and when I finally got 
it, it would not run on my computer 


(hence the upgrade). Kevin said he had 
problems with all the Lui Bei’s and Lui 
Bao’s. There is an easy solution to this. 
Write down all your characters, their abil¬ 
ities and write down the province they 
are in. One way to win battles is to 
ONLY take characters Into battle with a 
war ability of 80+. Make sure your hold¬ 
ings are doing well, giving you money 
and food. The people MUST be happy. 
Another technique Is to create a ruler 
and make the war ability 100, ignoring 
the other abilities. This makes YOU the 
most powerful figure in the game. Don’t 
go into battle unless your generals and 
men are fully trained and equipped, and 
never go into battle with a general with a 
low loyalty level. Save before you go into 
battle, so if something goes wrong, you 
can reboot. These tactics worked for me 
with the other two Romance games and 
might not apply to the third one, as I 
have not had a chance to play it yet. 

Brad McGraw 
Winnipeg, Manitoba, Canada 

Why not get a subscription to both 
magazines? 

Regarding your upgrade suggestions, 
the items you have selected would make 
any computer guru's head explode with 
the sheer delight of owning such a sys¬ 
tem. I hope you have pockets deep 
enough to afford all of it, since you are 
talking some serious coin. Also, speak¬ 
ing personally, my favorite joystick is a 
relatively inexpensive one called the 
Mach 1 from CH Products, although the 
ThrustMaster products are excellent. 
Your hard drive should be more in the 
340 Meg range with an access time 
under 13ms, especially if you want to 
run Windows. Next month, we will be 
talking about the Kelvin 64 VL-BUS card 
from Orchid Technologies. Stay tuned 
on that one. If you have the money, 
there are triple-speed CD-ROM drives 
out there. The 8-note synthesizer, etc. 
will come with a sound card, and the SB 
16 ASP is a fine choice, and it will also 
come with a joystick port. Also, if money 
is not an object, check out the Roland 
daughter card in this issue. Jazz Hipster 
and Altec Lansing also make fine speak¬ 
ers. VESA local bus is a must for any 
486. Avoid PCI like the proverbial plague 
until the technology catches up to it 
(same with Power PC, just for the 
record). 

The accounting program I use at home 
is Quicken, and it covers all of my 
accounting and money needs. 

Naval battles have latched onto WWII 
at the moment, although there is word 
that Deadly Games (makers of U-Boat) 


may be working on a Civil War naval 
simulation. 

Rescue Mission. .. 

Dear CGR: 

I’d like to thank you for your publica¬ 
tion of David Harley’s letter titled “Strike 
Two. . ." in your March Issue. Strike 
Commander is one of my favorite 
games, but I haven’t been able to play it 
at the optimum level I’ve wanted. I own a 
486DX/33 with 8MB and an Edge 1MB 
VRAM video card. The card is a Win¬ 
dows accelerator, and all this time (last 
two years). I’ve never known that this 
would be at the cost of my DOS graph¬ 
ics. I was even considering purchasing a 
2MB Windows accelerator card because 
I do experience “Pauses and some 
incremented movement” while playing 
Strike Commander, unlike David. 

David’s advice on “balanced through- 
puf brought me to my senses (I’m sure 
I’m not the only one). It’s nice to see that 
every now and then there’s someone out 
there who sees a misconception and is 
kind enough to let everyone know. 
You’ve saved me from making a very 
expensive mistake. I’m now on the way 
toward purchasing a Diamond Speed- 
start 24X DOS card instead. Thank you 
one again on your helpful advice, David, 
and thank you, CGR for publishing his 
letter, or I (and probably many others) 
would remain ignorant of the facts. 

Anthony Wong 
LeMoore, CA 

That’s what we’re here for. We printed 
David’s letter because it seemed to offer 
a sensible solution for what could be a 
common problem. Glad we could help 
out, and thanks, David, for the assist. 

Ounces. .. 

It has come to our attention that a cou¬ 
ple of changes in CGR were needed. 
First of all, the Preview section will be 
going back to the style it had before we 
switched our look in January. Look on 
page 78 for your first glimpse at this new 
style. 

It also happens that the hardware sec¬ 
tion of Computer Game Review is now 
being handled exclusively by reviewer 
Ted Chapman. This Is mainly due to the 
fact that of any of us, Ted has the most 
experience with hardware installation 
and set up. As such, he is the most 
informed opinion here regarding hard¬ 
ware, so the section has been altered to 
reflect this. Thanks for reading along. 
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HARD DRIVE TAKES OH 
A WHOLE HEW MEAHIHG 




Get a grip - and hang on tight. 

IndyCarRacing is real-world, 3-D racing! Check out the reviews: 
“Phenomenal”- Computer Gaming World. “Scary On Track. 
‘‘Fast, furious, brilliant”- PC Gamer. “Nirvana for car racing fans”- Game Bytes. 




The feel. It’s almost too real. 
Scream down the straight. Crest a 
hill and your stomach’s in your 
throat Comer too fast and it’s 
panic. Brake? Gas? Flick the wheel? 
If you have to think, you’re toast 
Don’t worry, you’ll learn. But 
this is a win you em.- 


The look. You’re there . Cars, tread 
marks, terrain, billboards - even paint 
schemes and decals on real IndyCars - 
accurate in obsessive 3-D detail. 

The experience. Tinker with 
chassis and engine set-up. Fiddle with 
turbo boost wing angles and tires. 
Factor in tire wear and fuel load. All 
play apart- all can help you go faster. 


Add on 7 new tracks. With 
our IndyCar Circuits: Expansion 
Pack, you can race at seven osyy 
tracks - from Phoenix to Mid-Ohio. 
Detroit to Queensland, Australia - 
the challenge always stays fresh! 

Each track has been painstakingly 
constmcted to match the true 
dimensions of the actual speedway. 


And now, Indy*, tool Our 

engineers have mastered the feel 
and thrill of ‘Ihe Brickyard”'”- 
so you can, too- with our new 
Indianapolis Motor Speedway: 
Expansion Pack. Plus, with this add¬ 
on package, you get a Customizing 
Paint Kit- to update colors and 
decals, or just do your car ym way. 


OFFICIALLY LICENSED 


RACING 




1 - 800 - 874-4607 



Distntxited 

exctusiveity worldwide 
by Wgin Interactive 
Enteftanmefll Inc. 

10061 Htcti Avenue 
Irvine. CA9Z714 

Indianapols 500* hidyf and The Brickyard' are registered trademarks of the Indianapolis Motor Speedway Corporation. lndyCar'“ and the helmet 
logo are trademarks of The Indianapolis Motor Speedway Corporation, under exclusive icense to Championship Auto Racing Teams. Inc. Papyrus is 
a trademark of Papyrus Design Group, Inc. Virgin is a trademark of Virgin Enterprises Inc. BM PC screens shown. Actual screens may vary. 
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Around the turn 
of the century, a 
new industry 
began in the Unit¬ 
ed States. While 
the majority of 
people still rode 
horses and 
thought that mankind would never fly, 
there were those with the vision and 
foresight to see a world where people 
went from place to place not on the 
backs of animals, but on the backs of 
machines. These were the people that 
started the automotive industry, touching 
off a love affair the American populace 



Detroit 

by Impressions 

Game Summary 

Design and build your own lines of 
automobiles and sell them to the 
world. Add features, develop new 
Ideas and either make scads of 
money or lose your sipirt. 


RoquKe'Tipnts: 

VGA. 640K RAM, 

286 or better (386/16 rec.) 

Sound Support 

Most major sound cards 

Controller: 


Available for: 

PC. Amiga 

Designed by: 

Impressions 


Impressions 

1 Retail Price: 

S59.95 


6.5 Meg 

No. of Players: 

1-4 players 




Find out why it's called 
1HE Motor Oty. .. 

Aoreve the success of the VW Beeiie or the pain 
OF THE EoSEL with IMPRESSIONS' DETROIT. 



Your factory will be your new home away from 
home. Take care of it. 


has had with their cars ever since. 
Detroit from Impressions enables you to 
start your own automotive company in a 
number of world markets. You market 
against three foes, which can be either 
computer controlled or played by other 
human beings. 

Your company opens its doors in the 
year 1908, when the world of automotive 
mechanics was still fledgeling. You 
begin with one car design, no luxury 
items or amenities in your car design, 
some money in the bank and a dream. 
You also begin in the territory of your 
choosing with one sales office and one 
factory. 


From this inauspicious beginning, you 
must build an automotive empire. Hire 
people to research engines, body 
design, luxury items, suspension, brakes 
and more. Bring on more staff to 
increase the number of cars rolling off 
your production line, or fire them If you 
start building up a surplus. As new items 
are Invented by your research team, you 
can develop entirely new lines of cars or 
go back to your older designs and retro¬ 
fit new parts into old vehicles. 

For faster production, you can retool 
your factories to allow more workers to 
work on each assembly line without get¬ 
ting in each other’s way. 



Where you put your advertising is as important 
as how much you spend on it. 
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A new car design can make you a ton of cash if 
you find the public’s need at the right time. 

The game follows the actual economic 
and historical time of 1908 to the present 
(although the years of 1994 to 2008 are 
obviously speculation), so you will expe¬ 
rience the decline in market associated 
with wars followed by a relative boom in 
the post-war years. Watch out for those 
dangerous years of the 1930's! 

To assist you In making the right deci¬ 
sions, you have access to virtually every 
piece of information you could want. 
Check out market research before 
expanding into a new territory, look at 
the reviews of your cars as well as those 
of your competitors and use price com- 



Test out new vehicle designs to make sure you 
know what you have before you sell it. 


parisons to help you undercut your 
rivals. Expand into new world markets 
as well as new car markets as you cre¬ 
ate the world’s first sports car or pick-up 
truck. 

***At this time, modem play has not 
been included in Detroit, those who 
desire it will be able to get it from 
Impressions for free when it becomes 
available.*** 



Open up new markets before your competition to 
cash in on car-starved people everywhere. 


Interface • 

Playability • 

Graphics • 

Sound 

• Replay Value j 

88 

89 

80 

80 

93 1 


Detroit is that dangerous type of 
game that swallows the souls of 
gamers for long periods of time. It 
combines the mounting ego power of 
an excellent builder with the just-one- 
more-turn obsession of the best 
sims. Detroit is neither bull 
Sim; it’s bottom-line orientei 
to keep it out of the builder 
and arbitrary and stylized el 
wrest free of the sim label, 
strategy combines with creati 
form a game that will enthrall 
who likes to think instead of shoot 
when playing a game. That said, it’s 
hardly a perfect game; but the faults I 
find are faults of omission, not comis¬ 
sion. Detroit makes me want so 
mu ch m ore, sim ply because of the 



originality of the design. I wish I could 
be asked to help with the war effort, 
instead of losing sales to the depressed 
economy. I want more public feedback; 
after all, cars are an integral part of 
Ame^can culture. Instead of always 
larket reports. I’d love to read 
m a buyer, whether satisfied 
e minor quibble Is that the hot 
^the mouse are not quite large 
n many screens. Also, the 
rankly, pretty easy. You have 
latitude for experimentation 
without losing your shirt. Detroit is a 
framework for building your own ideas, 
so play is limited pretty much only by 
your Interest in it. If you’ve ever gotten 
lost in a sim or engrossed In a builder, 
find petrojHmrriediately. -Kevin 


ii 

Interface • 

Playability 

• Graphics • 

Sound 

• Replay Value 

! 

98 

98 

85 

93 

98 


Okay, okay, okay; I was wrong! I 
freely admit that when I saw this 
game at CES in January, I had a 
hard time thinking that it was going to 
be any good. I WAS WRONG! This 
game is so good that it’s all I coujd 
do to rip myself away from theke^“ 
board for the five minutes ft to^4o 
compose this review. Structur 
game is flawless. The intMace is 
Incredibly well-designed; you i 
erally cross-reference anything. JJ/en 
though the graphics are sort ecstatic 
and bland, who cares?! Detroit is so 
entertaining that I hardly even notice 
the graphics anymore. Sound effects 
are minimal, but the music is tremen¬ 
dously entertaining (Kevin shut it off 
and I told him tqjli^n bac k on). 


Some of the things I like, besides the 
basics: 1)The historical aspects are 
wonderful; don’t get caught with your 
pants down or your money in the bank 
on Black Friday. World Wars are a 
pe sky lo t, too. 2)Car design and testing 
^ads of fun; you can build the 
most ungainly machine and put 
road. 3)The level of detail iS; 
yiy maddening, like when you 
^pen up any supply lines or 
Dr a new and expensive car. 
6less, it’s an* excellent touch. 
4)The sheer number of reports that are 
automatically generated for you at the 
end of each month is nearly overwhelm¬ 
ing, but you quickly come to terms with 
It (or go bankrupt from ignorance). Mayi 
the Fords be with you. _ -Ted 



Interface 

89 


Playability 

81 


Graphics 

80 


Sound 

89 


Replay Value 

95 


I’ve wanted this game since I first 
saw the initial ideas a year ago. Now, 
here it is and it’s lived up to virtually 
all of Its promise. Detroit is an enter¬ 
taining economic simulation that 
goes beyond the realm of mere 
and becomes all-encompasii 
is a game to play for hours 
get lost in for days, to laugl 
over when things go well 
You live or die with the decisidi 
make at every level of the 
I, for instance, was doing well 
until I retooled my factories to pro¬ 
duce more cars so I could open a 
new sales office. I misrouted one line 
of cars however, and found them 
undersold in one area where they 
had been incredibly popular. A detri¬ 



ment to the game is that the computer 
opponents aren’t that bright, especially 
at the mid to lower levels. For instance, 
after demonstrating a definte market for 
sports cars, the computer companies 
waitjor years to market their own line. 

ed with multiple human oppo- 
trolt really shines. More 
arket research would be 
fould the ability to see what 
:h people are working on, or 
have that option. The key- 
ferface is a little difficult, while 
the mouse can be tough to work into the 
small hotspot areas on occassion. Don’t 
let these problems deter you. They are 
minor when compared with the overall 
scope of the product and the quality 
contained therein. -Steve 
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Of This yeaRS OOosr 


nrasy AdvcnruRc! 



pRom For, For aoiay and long long ago comes a 
sroRy ro savoR: a rale oF couRage, Romance, 

. soRceRy, evil deeds and malevolenr cuRses; a 
rale ro liFr rhe heaRr and srRike ar rhe senses. 


youR Kingdom has suFFeRed haRd ar rhe 
hands oF rhe SoRceReR Sanoie. 5ur ir is 20 
yeaRS since he and his dRead casrle oieRe 
scaled aiirhin a magical Forcc 6y rhe couRr 
LuizaRd oF youR FarhcR; rhe rhcn King. 

Nooj, rhe dRagon RcpRcscnring rhe evil mage 
is sriRRing and rhe sphcRC rhar holds him is 
CRacKing open. The Sorccrcr has ReaiuaKencdl 
youR quesr is cleaR: Fighr youR may ro rhe 
casrle and deFear Sanme! 
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Those pieces are starting 

TO STACK UP. .. 

Tetris action meets Zen philosophy m OOP’s 
lATEST puzzm, Ormamo. 


Explore the world of Origamo, and you 
may find that you can never leave. You 
must trace your way through a maze of 
rooms. At each of the rooms, you will 
need to solve at least one puzzle. Fail, 
and you lose points. Succeed and your 
admittance to the room is granted. 

To leave the maze, you must accom¬ 
plish tasks for some of the denizens 
therein. Once you have been given 
access to a room, you can cross it 
freely, which is good, since you will find 
yourself wandering through the maze 
looking for the next room you must get 
to. 

In each room, you have your choice of 
playing one of three puzzles. In each 
puzzle, a pattern of grey tiles will appear 



You must eventually travel to every room In the 
maze. Plan your path. 


Origamo 

by Quantum Quality 

Game Summary 

Fit rows of pieces into larger 
shapes to complete the designs. 
Play on a variety of difficulty levels to 
increase the challenge. Go numb 
staring at your screen for hours. 


Requirements 

640L. SVGA. 386 Of better 

Sound Support 

All ma)or sound cards 



Available for; 

PC and compatibles 

Designed by; 

Destiny Software 

Distributed by; 

Quantum Quality 

Retail Price; 

$49.95 


6 Meg 

No. of Players; 

One player 





Peaceful backgrounds and music contrast with 
the rapid pace of game play. 


on the screen. Pieces that must be 
placed into the pattern come down a 
conveyor belt at the bottom of the 
screen. Use the mouse to grab a piece 
and rotate it to its desired position, then 
place it where you’d like it to go. If the 
conveyor belt fills up, you lose that puz¬ 
zle and must return to where you came 
from. To help you, often the grey tiles 
have several different patterns on them. 
Cover all of the grey tiles containing the 
same pattern and the conveyor belt will 
clear. Additionally, you can toss pieces 
one at a time into the dump. Those 
pieces do recycle, but placing them in 
the dump can clear needed space from 
your conveyor belt! 

While you only need to complete one 
puzzle to get through a room, to get a 
really high score, you’ll want to try to 
complete two or even all three in each 
room. Losing a puzzle means losing 
points, though, so choose wisely. 

Origamo features a huge number of 
puzzles as well as varying strategies for 
each one. On the hardest level, you can 
only lose three puzzles in the entire 
game! Play carefully. 



This puzzle might look simple, but the conveyor 
belt moves quickly; you must, too. 


Inte^e^^ClySIIltr^rapWcl^^oIjn^^l^JayVaiue 

82 80 73 81 83 

Normally, I dislike puzzle games. I 
dislike puzzle games with a time ele¬ 
ment, where I’m rushed, even more. 
Origamo, however, is fresh enough 
to grudgingly earn respect from me, 
even if m^yerall reactioC! 's more of 
frustj^ion thien/fescinalion. The 
mus^ is^^lm even if 

the adion [Isn’t./ Had more (6r all) of 
the Q^les ba^n op»iGpf^ for con- 
temddfo^ Stber JMn B^ou s reac- 
tion,^could hfl^ played th^ game 
for hoitrat^-^dNAfWlWMiliess also 
plays a heavier hand than I would 
like. Don’t get me wrong: there are 
plenty of people who could fall head¬ 
long into this and not come up for air 
for days. It should carry a warning 
label for ex-Tetris freaks. -Kevin 

84 92 87 86 94 

Unusual. Weird. Strange. Annoying., 
Stress-inducing. These words are not' 
intended to be taken as equivalent to 
bad. Quite the opposite. Origamo is 
I incredibly addictive; the puzzles are 
j sometirtiQs^^sy, bj^yjj^stly tough. 
Just j<|y kinC^pt^gic puzzler. If 
you’^ seen Lu^’sJ0^lnQ Adven¬ 
ture, ^u can what 

the yaphics ai;e btiHU games 
wer^des^ned by/Ihe s|lf^e_group of 
folks! Sound i$ tttiinly bleeb-bloop, 
but the irmetc i^Veiy-g©®® (read: 
pleasant and not too distracting). The 
interface Is okay, but I would prefer a 
bit finer mouse pointer; I couldn’t 
always get the piece I wanted on the 
first try. Definitely a game you’ll want 
to leave on your hard drive. -Ted 




Interface • Playability • GmpMct • Sound • Replay Value 

84 77 78 89 87 


In spite of its name, Origamo has 
nothing to do with Japanese paper 
folding. It’s similar to Chinese tan- 
gram puzzles. Origamo is enticing 
with its simplicity; place the pieces 
correctly^Hand^move io th,e next puz¬ 
zle, b^a wror^ mcile canfebsolutely 
kill puzzle itff^cufty levels 

are ^o excellent. Soiiie yn’t look 
hard^btlt the OPnveyOr befKmoves at 
lightijeng'Speed.f Jhe mtisic is pretty 
soothing, which^s interesting for a 
game^ri^ f>fayS ffN»-lrwetlcally. 
Graphics are cartoony, not bad but 
not great. The game is similar in a lot. 
of ways to OOP’s Solitaire’s Journey. 
Mouse control could be tightened a 
bit—it’s sometimes hard to grab the 
correct piece. -Steve 
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There are 
these who 
are Titans 
and those 
who are net 


One West Seminary St., Brandon, VT 05733 
9AM-9PM Eastern Time, Monday-Saturday 


June's Top Titles: 


S49 1942 Pacific Air War 

41 Accs of the Deep 

49 Across the Rhine Gune) 
44 AD&D Genie’s Curse 
49 AD&D Ravenioft 
40 Arena: The Eider Scrolls 

42 Armored Fist Gune) 

46 Battiecruiser 3000 
49 Bioforge Gune) 

36 Breach 3 
40 Carriers at War 2 
36 Dark Legions 
40 DeltaV 

51 FI 4 Fieet Defender 
36 Genghis Khan 2 
35 Grandest Meet 
44 Great Navai Battles V.2 
44 Harpoon 2 


S36 Kingmaker 

39 Master of Orion 
46 Mechwarrior2 
37 Merchant Prince 

34 M4 Sherman 
49 MystCD 

40 Outpost CD 
51 Pacific Strike 

35 Perfect General 2 Gune) 

42 Sim City 2000 

36 Star Reach 

48 Strike Commander CD 

49 System Shock Gune) 

36 TTiemePark 

46 Tie Fighter 

50 Ultima 8: Pagan 

43 VictoiyatSea 

49 Wings of Gloiy Gune) 


We ship FedEx S 7/order. 
All returns require RMA. 


^ Unless noted, all games are IBM compatible 3.5” format, 
^ Call for complete product listing and availability. 

We accept preorders. 

^ Visit our online store on GEnie. Keyword Titan Games. 

1-800-247-5447 


© 1994 Titan Games 











Drive ihe Freikh across 

EUROPE AND OFF A CUFF. 

Command Nafouon’s forces m ms hnal campamn 

AND SEE V YOU CAN DO BETTER THAN HISTORY. 


In 1815, the disgraced and imprisoned 
Napoleon escaped from exile on the 
small Isle of Elba. The short but fiery 
general returned to France, news of his 
return spreading before him. By the time 
he reached Paris, he was no longer 
France’s exiled hero; he returned In tri¬ 
umph. His disbanded armies took up 
arms and flocked to his side. The defeat¬ 
ed ruler of Europe was, once again. 
Emperor of France. 

The Allies were startled into action. 
The Duke of Wellington commanded the 
Anglo-Allied army, based in Belgium. 
Even though his army matched 
Napoleon’s in size, he knew he could 
never compete with the Sicilian’s military 
genius or the fanatic fervor of his loyal 



A quick glance at the Waterloo Campaign Data¬ 
base shows the French chain of command. 


Fields of Glory 

by Spectrum HoloByte 

Game Summary 

Point-and-click your way through 
Napoleonic warfare. Command 
Napoleon out of exile all the way to 
Waterloo, or command forces that 
oppose him. Kill men and horses. 

Overall AAA/ 

RoUngt Ww7o 


Requirements: 

2 Meg RAM, VGA 
Hard Drive. Mouse 

Sound Support: 

Sound Blaster 
or compatibles 

Controller: 

Mouse 

Available for: 

PC and compatibles 

Designed by: 

MicroProse 

Distributed by. 

Spectrum HoloByte 

Retail Price: 

$30.00 

Hard Drive Space 

15 Meg 

No. of Players: 

One player 



Watch the French engage the Prussians from 
this vantage point. Order troops in combat. 

troops. Wellington had to combine with 
the Prussians under Blucheris command 
to have a chance at containing 
Napoleon again. Knowing this, Napoleon 
moved his troops north to drive a wedge 
between the two armies. Thus were the 
battle lines drawn for the Waterloo Cam¬ 
paign, which history tells us ends with 
the final defeat of the famed Emperor of 
France. 

Spectrum HoloByte makes history a lit¬ 
tle more malleable with Fields of Glory. 
The player can command the Anglo- 
Allied, the Prussian or the French armies 
in a bid to free Napoleon or trap him 
more mightily. Command these forces at 
army, corps, division or battalion levels. 
You can keep a bird’s eye view of the 
battle or watch the fighting from a man- 
to-man perspective in a real-time point- 
and-click environment. 

Players also have the comprehensive 
full-color Waterloo Campaign Database, 
which allows them even in the heat of 
battle to check on the status of their 
troops, the personalities and biographies 
of their commanders and even those of 
the enemy. 



At the closest view, watch casualties float in the 
river and the damage done to the towns. 


Inteffac* • PtayaMUty • Graphics • Sound • Rsplay VahM 

91 89 92 79 72 

Napoleonic warfare is not myi 
wargaming metier, but it’s hard to 
argue with a game as pretty and 
detailed as FoG. I love a game that 
lets me watch my cavalry fall off their 
horses after^n artilleiy-strike. I must 
also ^spose bf nsy normal distaste 
for rdii^e wai^mes. as A^e com¬ 
bat oDOurs so veqf, very slow^ that I 
was f^er lost. Urtfortunate^, FoG is 
shadkied history^ust $ little too 
mucit. They db^ alM n^-historical 
setups^md a few fidibPial battles, but 
being able to control Napoleon’s 
whole campaign rather than a few 
battles would have been very nice. 
FoG is an excellent introduction for 
people who know little about! 
Napoleonic warfare. -Kevin 


Intsrfaos • Ptayablltty • Graphics • Sound • Rsplay Value 

88 92 89 86 94 

One of the best acronyms we’ve 
seen this year, FoG Is a winner In my 
book. Despite having virtually no 
interest in things French, and having 
been forced to read Hugo’s Les Mis- 
erables In college, j^found this game 
quite^Atjoyable. The maps^are rea¬ 
sonably accurate, and having two 
non-historical w*hat-if scenalibs helps 
to rqbnd out the Qame pli8^. Being 
able^to zoom in ancr.Dut l^ded per¬ 
spective: you/get to ifetch your 
troops" er^iage their enemy In close 
quarters. This game also boasts a 
big bonus In price; you can’t go far 
wrong for thirty bucks. The only thing 
this game doesn’t have Is control of 
individual soldiers, and thank the lord 
for that. -Ted 




bitarfac* • PtayabiHty • Graphics • Sound • Replay Value 

87 91 80 82 90 


Ever since I got into computer gam¬ 
ing, I’ve had a fondness for real-time 
military simulations. While I can’t 
admit that my knowledge of this era 
is very good, or that my interest is 
particulafiy high in these battles, I 
was Fdally ehterUtined. Control is 
easy enough tip learn without the 
manhal. I really d^oy watting the 
little soldiers ryn arounQ^on the 
serein a^^get dusted by my troops. 
This doe i^gc^ Ifl a lot of ways; you 
can take It sdriousfy and'enjoy the 
strategies, or you can just have fun 
and watch little dudes get obliterated 
by cannon fire. You also can’t com¬ 
plain about the $30 MSRP. I’d like to 
see this series continue with other 
historical eras. -Steve 
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CD-ROM 


FEATURING VOICES FOR OVER 30 
CHARACTERS! 

Xanth speaks to you! 


FREE 

BOOK ENCLOSED! 
“Demons Don’t Dream” 
by Piers Anthony 
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FormOen takes the puinge 
iNio RPOs. 

Disapus OF STEa pits you against the monsters m 

A BATTLE FOR CONTROL OF LANATHOR. 


Another long day has past and the twi¬ 
light hour has come. You sit upon your 
stepfather’s old chair, keeping close to 
the fire to ward off the midnight chill. 
With long, even strokes, you polish your 
blade in a slow soothing rhythm. As a 
soldier for hire, your days are forever 
hard ones. 

A crack of thunder and flash of light¬ 
ning fill the night sky. The beginning 
splatters of rain strike upon the tin roof 
overhead as clouds race to cover the full 
moon. In the climax of the storm, you 
hear footsteps upon your porch. You are 
unalarmed, for the traveler is obviously 
an old woman. 

She remains just outside the door and 
in the dim light of the fire you catch a 



Doris is injured, but not badly. Damage is 
allocated by body area, as are critical hits. 


Disciples of Steel 

by FormGen 

Game Summary 

The disappearance of your father 
has left Lanathor without a ruler. 
Save your land and your family 
honor by re-establishing the power 
of the once-mighty guilds. 


Requirements 

386. VGA. 2MB RAM 

Sound Support: 

Sound Blaster 

Coniroller: 


Available for: 

PC and compatibles 

Designed by: 

Megasoft 

Distributed by: 

FormGen 



HtkUilsiilildbsisyfUHl 

6.5 Meg 

No. of Players: 

One player 





glimpse of her face. She may once have 
been only old; now she is ancient. She 
examines you briefly and, for some rea¬ 
son, appears to find you satisfactory as 
she nods her head in acceptance. Final¬ 
ly she speaks, her voice both cryptic and 
clear... 

“Terine, the great goddess of all that is 
hath given mine eyes to see that which 
has not yet been, and what I have seen, 
I pray that I had not... The time of dark¬ 
ness has come once again to Lanathor. 
Evil is upon our land.” She points a 
crooked finger at you and her voice rises 
above the thunder. “You, and those like 
you, have been chosen. You must tri¬ 
umph where your ancestors have fallen!" 

Sensing your skepticism, the hag 
speaks: “Proof is what you want and I 
cannot give. Only I can show you what Is 
to come. You must decide your own 
fate.” 

She stretches out her hand and a 
glowing orb begins to form Itself from 
thin air. “Behold!” she shrieks. You can 
no longer deny what it Is that your eyes 
perceive. 

It is the future... 



Characters can improve themselves in more 
than twenty skills, plus their statistics. 


Interface * PlayibUity • Qraphics • Sound • Repiey Value 

80 75 76 70 59 

Disciples of Steel is a B-grade knock- , 
off of the Gold Box AD&D series by I 
SSI. If you harbor, as I do, pleasant 
memories of these games, you’re! 
likely to enjoy DoS at a base level. 
It's a re$ufgence oHnaif^^^ings that! 
the ipmi^ry^s/i ^ be mh(j: multi- 1 
char^te^l^rllHof tac-< 

tical Wo^& sorcer^oril>at scenes,, 
etc. Most of these things I em still | 
addioed^^and wish^^g^ nm disap- 
peaiMg. DoS f&t{s in no^ringlng 
these cllPMt ms iiWlh#^omputing' 
present. In other words, if this were 
1989, you’d still think DoS was a 
poor man’s Pool of Radiance. It has, 
a nostalgic charm that saves it from 
oblivion, but that’s it. Get it from the 
discount shelves. -Kevin 




Interface • Playability • Graphics • Sound • Repiey Value | 

68 72 72 78 50 J 


FormGen’s first attempt at an RPG is 
not bad for a first try, but not some¬ 
thing I’d be willing to lay out my cash 
for. The interface seems fairly arbi-: 
trary, as though the designers didn’t, 
bother ^ ttig ^ up first; it feels 

like a Itash job. Combat ^not incred¬ 
ibly difhcuff mapa^e, «hough the 
way you ha\^ to l4y put ^ur charac¬ 
ters in a ‘;^ghffhg ^ua^e" seems! 
archaic; ^hy iCot sirfiplylhave yourj 
leader ^star l out i^earpst to the! 
actlon?^ilf)lte thei«©«d for VGA, 
the graphics feel a lot like 16-color 
EGA. Sound is okay, but by no 
means stellar. Game play feels a lot! 
like the first breed of graphical RPGs 
from way back in the mld-80s. Close, ; 
but no cigar. -Ted 




Interface • Playability • Graphics • Sound • Replay Value 

80 83 68 76 47 


Disciples of Steel is, in no uncertain 
terms, a direct knock off of the SSI' 
series of AD&D games that came out 
in a seemingly unending stream. The 
difference is that when SSI did them, 
theypwej;a-.slate of Now, the 

techjnology is^d, ind PoS shows 
the Srge^its dpsm. It^n’t bad by 
any mear)K it'^swly arcb^c. It has 
things atioutri Iflie. l ei^yftird-per-! 
son RTOs pncP I tl^nj|th€y come 
close/to tbe perlMnd-paper experi- 
encec#ww first-pefsm-Hike multi¬ 
character parties. However, I also 
like to see companies take advan¬ 
tage of current (or innovative) ideas 
in interface design and overall game 
play. DoS has charm, but ultimately 
little muscle. -Steve 
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Alien Invasion 



At a software dealer near you or coll (305) S91-S900 • (800) 468-7226 • BBS (305) 471-8962 (2400-14.4 Baud Rates) 

Wolfrostcin h o liarknoilt of Id Software. AH Rights Resetved. Corridoi 7 : Alieii Invasion and Capstone ore tiodemoeks of InlioCoip bii. AH other trodcMorlis aclinowledi|ed. 
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Reocless and lead-fooied? 

FORMUIA 1 COUID HElPo. 

Domark releases Formula 1 for the PC, rjuy 

ENDORSED BY THE FIA WORLD CHAMPIONSHIP. 


Are you ready to race around the real 
circuits and against the actual drivers 
and teams of the FIA Formula 1 World 
Championship? You will need to com¬ 
bine split second timing, lightning reac¬ 
tions and the ability to get the best out of 
your car to be able to compete and chal¬ 
lenge for victory! 

Strap on your helmet and buckle up. 
You’re about to race against the real 
pros of Formula 1 World Championship 
on twelve international circuits-including 
the superfast Silverstone raceway in 
England and Monte Carlo’s world 
famous Monaco track. Or go head to 
head against a friend using Domark’s 
simultaneous split-screen technology. 
Either way, use your experience to “dial 



nmg 





In the arcade mode, you earn points for passing 
cars and lose points for getting passed. 


Formula One 

by Domark 

Game Summary 

Race your way to victory In the FIA 
Formula 1 World Championship. All 
twelve tracks on the circuit are 
included, as well as actual 
driver/team combinations. 


Requirements: 

386-16 VGA DOS 5.0 

Sound Suppon 

Sound Blaster AdL'b 

Controller; 


Available for: 

PC and compatibles 

Designed by; 

Domark 

Distributed by; 

Domark 

Retail Price; 

S29.95 


3 Meg 

No. of.Players; 

One player 





In” wing adjustment and tire style to 
maximize performance on each track for 
a performance so real you may forget to 
make a pit stop. 

Kick out the jams as you scream past 
the grandstand at 200 miles per hour. 
And If that’s not fast enough for you, 
check out the Turbo Mode-spike the 
afterburners and thrill the crowds as you 
glide past them at an effortless 220 
MPH! 

All the color, drama, thrills and speed 
of the Formula One circuit have been 
included to make F1 the most breathtak¬ 
ing game you have ever played. Formu¬ 
la 1: the most technically advanced sport 
in the world has been captured in the 
most technically advanced racing game 
ever available on your computer. 

Face the challenge of F1, the world’s 
fastest and most dangerous sport. You 
may never look at racing games the 
same way again. 

‘‘^Addendum note to those who have 
already bought the game; in order to 
play In any mode other than arcade, hit 
the <ALT> key in order to select a track, 
then <ENTER>.*** 



Be extra careful when entering a tunnel while 
attempting to pass another car. 


Intwfac* • PtayaUllty • GrapAcs • Sound • Replay Value 

80 83 86 70 71 

It’s not a good sign when a bugj 
! shorts out sound on a game and; 
, you’re actually glad about it. F1 is an 
I arcady, racing-like game, whose 
I main attraction may well be the prodi- j 
I giou§J^^jjag^pab[l|^g^f the cars j 
^ inv qlvFd7 Thi?^oduce^in me a 
I gredNWIWfe tofilayjBImp^’Jump, 

I but not a jjesrt^ to conJj^eAy expe¬ 
rience v^thMs gajiie. Rj^ing simsj 
I (of which ^assjtfl , is ^ i^ luctantj 
I mem^) ffive alpysse^jld to me | 
to bdflmcjt as imWiiMilfK driving 
I around in circles anyway, and it’s dif- i 
ficult to recommend F1 as anything 
t other than an attempt to revive the 
i Pole Position craze on a PC neari 
I you. There are several play options, 
but that’s splitting hairs. -Kevin 

Intedace • Playability • Graphics • Sound ■ Replay Value 

91 88 84 82 85 

As an arcade racer. Formula 1 Is not 
bad. Domark makes no pretensions 
about what this game is; you don’t 
have to do anything other than select 
slow, medium or fast gear ratios and 
tires, theara.ee. ConlroL^ excruciat¬ 
ingly sirnple, ^Eld ^yboaK^^ontrol is 
best. That you ^gn ev^n sharp 
corn^s at full gpeec^prec^des this' 
from^tNft genre pf se^s ^cing. An 
intermittenj sounWHu^ di^’t truly 
detract from the g^e, but Its some¬ 
thing of which garm Jwy^rs should 
be aware. Should you enjoy arcade 
style racing games (such as Outrun 
or Pole Position), Formula 1 will 
probably tweak all the right buttons. If' 
you want serious racing (like Indycar 
or World Circuit) avoid. -Ted 



The straight dope on this game is 
that if you are at all a fan of serious 
racing simulations, you will categori¬ 
cally not find that in Formula One by 
Domark. It’s non-serlous nature is 
evIdencecU^the simple.control, lack: 
of options wfc^n>^js^tomVing your 
vehi^e and abi|t f to pf^m ipto walls 
at l^mph wit|fout ^atcMng your; 
hlgh^loss pallet job^ou^^will findj 
something as imaging as iMonaco' 
j GP ^ Pole Poston, though. It’s a 
1 nice bcmid that th6f®=ai58'a number' 
I of tracks to race on. The arcade and 
i championship modes are similar, 
although the championship mode is a 
bit more involved. For a harmless 
and enjoyable romp, the arcadei 
I mode’s hard to beat. -Steve 
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Life has always been a Mystery... 


UNTIL NOW 


Long ago, while other civiiizations still 

immersed in mythology the Chinese feverishly 
collecting and Julwhu hi itgig certain unique personality 
traits fli.si^iayi^l ^ those born during the cycles of its 
ti«w calandv. mis in-depth information formed the 
tDuniEiddn t^ The Chinese Astrology. Although its use 



tmn dflicial^ FORBIDDEN in the Orient since 
1930JFOR WE FIRST TIME EVER, these Asiatic 
concepts have finally been harnessed Into the PC 
World! If properly used, you will unleash the secrets of 
the past, present and future! These ancient. Eastern 
influences have been combined with OUR Western 
Zodiac to form a one-of-a-kind self-discovery tool: 
EAST meets WEST: Chinese Astrology 
Q 

An original soitfKilrack. digitized speech, detallsi 
personality revelations, recommended o ccupa tions, 
and much, much more, combine to transform a 
simple information source into the AWAKENING OF 
THE CENTURY! Over 2,000 well-known cBlebrities 
and their respective signs have also been irwS^d! 

THE ANSWERS ARE AS CLOSE AS YOU« PCt 
Even though you will reveal the innermost parsonvf 
details about yourself within minutes, you ffand 
yourself spending hours studying the muMmiwI 
intricacies involved with family and friendtf wUT 
meets WEST: Chinese Astrology reqif^ fib 
specific code of belief; however, many Ortaiilil 
cultures swear by its accuracy and refuse tb mailt 
decisions without consulting it first. Just lool4alllia 
vast fortunes that have been generated in the (MhiB 

Here, then, is your personal invitatioq .into the 
world of EAST meets WEST: Chipaaa 
y^trology! 

pCSt Use the coupon to ^fe jm 

your savings or call us TOLL FQlic 
1-800-700-9901 
Please respond promptly! 


Chinese Astrology 


Available for IBM and Compatibles. Supports VGA/SVGA 
and Sound blaster. Mouse required. 


--. . 


EAST meets WEST: Chinese A.slrolo}»y 


REG. $54.95 ... SPECIALLY PRICED SAVE $10.00 
POSTAGE & HANDLING 

(CALIFORNIA ORDERS ADD 7% SALES TAX) 

Method of Payment (check appropriate box): 

□ CHECK or MONEY ORDER enclosed for $ _ 

□ VISA □ MASTERCARD EXP. DATE _ L 

CARD# _ 

SIGNATURE _ 


Name_ 

Address_ 

City_ 

State/Zip_ 

SEND THIS COUPON OR CALL TOLL FREE 1-800-700-9901 
Realistic Automation, 1030 E. Washington Ave Ste.119 Dept. 3718, 
Escondido, CA 92025 
NOT AVAILABLE IN RETAIL STORES 


$ 44.95 
$ 3.00 











BattlestahonsI Prepare 

TO RETURN ENEMY HREI 

CUADALCANAL 1942-43 IS THE SETTIIM FOR VOUIME 
TWO OF SSI’s Great Naval Bathes series. 


Great Naval Battles Volume II sends 
you to the South Pacific for the monu¬ 
mental conflict that rocked the remote 
islands of Guadalcanal. Five tactical bat¬ 
tles, three carrier battles and two full 
campaigns provide hours of cutting-edge 
World War II naval combat simulation, all 
in spectacular, crisply detailed Super¬ 
VGA. 

Build your forces from 100 ship types 
and 20 plane types as you engage 
enemy forces on land, at sea, and In the 
air. Sophisticated command and control 
features let you give the computer 
responsibility for the details while you 
make the big decisions. Or you can 
micromanage every detail-right down to 
the targeting of individual guns! 
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The main guns of a U.S. Battleship track an UN 
warship. All settings are changeable. 


Great Naval Battles 2 

by SSI 

Game Summary 

Defeat the Japanese forces at 
Guadalcanal through the use of 
strategically applied force. Make 
them pay In blood for the lives lost at 
Pearl Harbor. 


Requiromonfs: 

.386-33. SVGA, DOS 5.0, 

4MB RAM 

Sound Support. 

Sound Blaster, AdLib. 

Roland 

Controller; 


Available for; 

PC and compatibles 

Designed by; 

SSI 

Distributed by; 

SSI 

Retail Price: 

$69.95 

Hard Drive Space: 

14 Meg 

No. of Players: 

One player 





The Enterprise watches her search planes return, 
preparing to launch a strike. 


Great Naval Battles ll’s stellar list of 
features includes an all-new interface 
that makes playing a real breeze. Fully 
animated real-time damage control 
screens. Top Down viewing for that criti¬ 
cally Important strategic viewpoint. Air¬ 
craft operations that let you view real¬ 
time action from the cockpit as well as 
the helm. Night combat missions with 
fog and star shell options. Game 
screens that use actual digitized World 
War II photographs as backgrounds. 
There’s even a special VCR function 
that lets you record and play back your 
battles-to see what went wrong or to 
savor what went well. 

Your campaign against the Japanese 
begins two months after their cata¬ 
strophic loss at the Battle of Midway. 
Though the Americans considered Mid¬ 
way to be the turning point in the war, 
the Japanese saw Guadalcanal as their 
turning point. It was during the American 
effort to take over the Solomon Islands 
and surrounding environs In the South 
Pacific that the Japanese moved from 
an offensive to defensive position In the 
war. Can you make history repeat itself? 



glance exactly what’s affecting the ship. 


Intoflac* • Playability • Grepbica * Sound • Rapiay Valua 

92 76 84 80 80 


SSi has crafted an Interface that is a 
iittie too perfect. The computer is 
capable of both micromanaging and 
macromanaging just about every¬ 
thing about your ships during the bat¬ 
tles. The computer also apparently 
excels at figulinffl out just^hat the 
heck was goinalon.^TOIws was a 
very Mng taskme. ItlB^ joy that 
the oSnputer flyings so 

well[ but me geT^joodJ spatial 
ideaxif thingsmaps |rre nice, 
but it’sHiartJ5 mesh the maps, 
say, with the rest of the screens. 
GNB2 is lavish with detail, but I have 
difficulty putting myself into the situa¬ 
tions because I’m a little unsure of: 
what’s going on. Serious WWII naval 
enthusiasts, take a look. -Kevin 


:^lnteff8ce • PliyiMI^ • Graphics • Sound • MptaYVOlue 

1 91 89 89 89 92 

^ This one’s sure to be a big hit among 
j tactical wargamers. For myself, I 
think it is a little too static. Mind you, ; 
^ static games can be fun, but they 
need to have atmosphere to enhance 
the fe eligg o f realis^This simply 
|| feels a ^||ric||wai^a^ experi- 
I ence, complete Mfe o^ln^usic. I 
I liked ^ graphics a t|6y Bre very 

I crispiBOd clean. The Intei^acals easy 
to get intp, “but I recomrjjendplaying 
through the jn|F8^uctory scenarios 
befor^taWn^n an^TO^df missions, 
j If you don’t, prepare to lose on a fair- 
i ly regular basis. The music, as I’ve 
I said, is of the soothing variety; I rec- 
I ommend turning this option off. 
i Sound effects are excellent, but limit- 
i ed. -Ted 


Interlace < 

• PiayablRy 

•QnFMe«< 

> OMMtd < 

• Rsfjlcqf Value 

91 

90 

87 

76 

90 


It’s nice to see that SSI has cleaned 
up the interface from the original 
GNB a little bit for this sequel. This 
game Is very playable, and it took me 
all of a couple of minutes to figure out 
wha^J-waS-doing. Too-Jpad that the 
gamA is also ir^^Bilibiy s^ile. You 
clicIc^lW^s and guns show, ships 
turn, dam^e g^ts r 0 paired.|rhere’s 
not muc|t SBBBe df actually ^eing on 
a warsitip. For som'O unexplained 
reasoq( there’s alsoAOO^music that 
fadeiJirirnd out. ^966 tunes are 
nice but are totally inappropriate for 
the game. Just about everyone could 
learn interface hints from this game. 
Of course, GNB2 could learn atmos¬ 
phere hints from just about everyone 
else. Close, no tamale. -Steve 
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Quar^im Quafi^ Productions, inc 


"A word game that you can t put down ... 
“Non-stop entertainment for the whole family” . 
“A unique word game with adventures as well” . 


“Zig Zag” computer game is for IBM PC 
It can be obtained through your favorite 
retailer or call; 


Shhh... It s a secret... We cannot disclose 
the hidden word, it’s up to you to solve it. In 
addition to the myriad of word puzzles, Zig Zag 
offers another exciting twist to the game, a word 
game adventure. The solution is near, each puzzle 
brings you closer to completing the grand 
adventure. 

Right letter and location, you got a Zig... Right 
letter... you got a Zag. A few letters to go... 
Can you deduce the word before the puzzle ends? 
Prepare your deductive powers as you embark on 
the ultimate word puzzle adventure game! 


1-908-788-2799 

or by writing to: 

QQP—495 Highway 202 
Remington, NJ 08822 


• Intuitive Interface 

• Enormous built in Dictionary 

• Player History 

• On-line Hints 

• 4.5.6. & 7 Letter Words & Numbers 


Copynght 1994 Q.Q.P. All nghts reserved 
IBM is a trademark of International 
Business Machines. 


▲ A 






'hlINQS OET EERIE WHEN 1HE 
SUN GOES DOWN. .. 

Terror awaits the incautious TRAVEun ii 
RAVENLOFTt STRAHD’S POSSESSION^ 


Cordial greetings from Strahd, 
Count von Zarovich, Lord of Barovia: 

For many travelers I have contempt, 
entering Barovia as they do in timid 
apprehension of her wonders. They are 
neither prepared for life high in the Bali- 
noks nor ready to accept its dangers. 
Here, the peaks of Baratak and Ghakis 
stand in cloaks of granite, their cowls of 
snow pulled securely about them as if 
they alone might endure the night. 

However, your party intrigues me. I am 
certain our woods, streams and caverns 
will attract your interest, offering many a 
delightful diversion. Even the otherwise 
abysmal village of Barovia boasts a 
charming cemetery. You must visit it. 
Perhaps, if your party survives... that is, 



Rich cinematic scenes liven up the game play 
and draw you into the story. 


Ravenloft 

by SSI 

Game Summary 

Using only wits and weapons, 
defeat the malevolent and nefarious 
Count Strahd von Zarovich. Gothic 
horror rules the night in this RPG in 
the classic vein from SSI. 


Requirements: 

386, VGA, DOS 5.0, 

4MB RAM 

Sound Support: 

Sound Blaster. Roland, 
Orchid 

Controller; 

Keyboard/mouse 

Available for: 

PC and compatibles 

Designed by; 

Dreamforge 

Distributed by; 

SSI 

Retail Pnee; 

S80.00 


21 Meg 

No. of Players: 

One player 





Hold conversations with those more wise In the 
ways of this land than you. 


stays long enough in this harsh and 
unyielding home of mine, I may require 
its presence. I shall ask you to join me in 
Ravenloft, my castle upon the precipice 
overlooking Barovia. 

I give my leave for your party to enjoy 
our misty, twilight dangers. But heed this 
warning and do not play at cross-pur¬ 
poses with me. To stand against Strahd 
is to be at odds with life itself, for he who 
sends these greetings is the Lord and 
the Law of this brutal paradise. 

(signed) Count Strahd von Zarovich 

Experience gothic horror role-playing 
at its very best in this visually stunning 
game. Immerse yourself in an eerie 
gamescape, where subtle yet dramati¬ 
cally effective use of light enhances the 
atmosphere. Interior and exterior visuals 
are breathtaking, and animated 
sequences are exquisitely smooth. 

This riveting tale unfolds in an excep¬ 
tionally large 3-D gaming window. 
Explore bone-chilling dungeons. Chal¬ 
lenge authentic Ravenloft creatures. 
Cast a multitude of mage and priest 
spells. Keep track of your progress with 
printable automaps that allow on-screen 
notations to be made. Don’t get killed. 



Use magic and metal to fight off crazed beasts 
that would like nothing more than you for dinner. 


mtertace • Playability * Qfaphiet • Sound • Raplay Value 

64 67 87 85 60 

I have to admit that Ravenloft was 
headed into a serious prejudice in my 
eyes. How could a CRPG hope to 
capture the deep psychological hor¬ 
ror that is central to Ravenloft? 
Answer: it gan’t. j^flfio n crawling 
occupigBentiril^ toomu5 i^ the sto- 
rylina and a combat 

syst» is in |ijsta b l|fejipo often. 
The dOBlQners^d^mii^ to capture 
the jde^air angHruJitra|ion of 
Ravd^oft by ufi^r ^an inte rface that 
will kedpi-^W Irom plijllj^his game 
for more than an hour at a time with¬ 
out exploding in rage, fear and confu¬ 
sion. This isn't a bad game, just an 
overdone one. Some of its ideas will 
help usher along the next generation 
of CRPGs, but it doesn’t. -Kevin 




Intarfica • Playibltlty • Graphics • Sound • RapisyValua 

82 88 90 71 40 


I had a bit of a problem getting used 
to Ravenloft’s strangely implemented 
interface, but it became less of a 
struggle after I had worked with it 
awhile. The storyline is quite enjoy¬ 
able, even-jf it take^itself a bit too 
serioi^. Graphics are crisp, even if 
the ^ack sequences seem to take 
placd^under the gulse^of too many 
douUe espressos. Sound |s some- 
thingfl’m going to have to call Impres- 
sioniail Minimalist, even thdugh the 
music good. Altogether, ^Ravenloft 
is a decent enough game, though my 
mien was strict and reserved when I 
found out the price (in an unusual 
marketing strategy, the CD-ROM will 
cost less). Buy it if you are a hard¬ 
core fantasy gamer. -Ted 




miMfM • Playability • Graphics • Sound • Raplay Valua 

70 62 89 87 33 


I had high hopes for Ravenloft. It 
does have some very innovative fea¬ 
tures, like an inventory screen that 
offers you the ability to access every 
character at the same time. It also 
offer^..OPPOflyBC^^-Wb.Q-Xun^^ in 
the pddle of flbmbat like a pack of 
craz^^a^s, ^rr^Mn^'^OSer turn 
constantly/ swirtg wildlyilifliyhope for 
a hit. Ttie control ^hei^e leaves 
much t^'"be rfesired.. The bounds are 
decer^ ft^graphips atf^ractive. The 
gamO-jJso mahS^s a decent 
amount of atmosphere. Ravenloft is 
not a bad game, but it is a very dis¬ 
appointing game. This could have 
been a massive RPG-fest, but It is a 
game only for reminding yourself of 
what might have been. -Steve 
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QuickShot Technology. Inc. 

47473 SeabridgeC>ive, Fremont. CA94538 Tel; (510)490-7968 Fox; ^10)490-8370 


QJckShot is a regislered iTOcJefTxxIc SL|D©f Warrior otk:! lelfxi Senes cxe froJenories of QickShot 
M other product ryxrres ore regislered trodemorte or traderxynes of their nespecitve compcnies. 


Designed to meet your need for speed and control 
1hie Super NAdnia is the first available from a 
newline of IBM compatible game controllefs 
called the Lethal Series by QuickShot. 

The Super Wotot is ergonomically desigrted 
with four positive response fire buftons, a . 
smooth tracking bio grip, and high speed auto 
fire capabilriy- Axt vy^th a builf In throttle 
control for fllghf simulation games, youll 
definitely get that extra thrust you need to 
tale on any enemy. 













Do you have what It takes to rule an 
empire? You’ll need the strategic genius 
of Alexander the Great, the military 
ambition of Napoleon, and the political 
tenacity of Winston Churchill to conquer 
this world! Ultimate Domain combines 
sophisticated simulation, role-playing 


You need to keep some people as settlers to 
raise an army and take over more land. 

adventure and warmongering fun to pro¬ 
duce one of the most addicting games 
available. 

You have the ultimate power. As the 
leader of a small band of colonists com¬ 
peting with two rival kingdoms, you will 
need strategy. Innovation and persever¬ 
ance against the forces of nature and 
the follies of man in order to thrive. You 
must decide how your settlers will gather 
raw materials and allocate scarce 
resources. In this primitive society, work¬ 
ing iron has yet to be invented, the 
wheel is just a glimmer in the eye of your 
shaman, and military prowess is game 
years away. You must design communi¬ 
ties, invent tools, build a military empire 
and defend your kingdom. One mistake. 


Take a peek inside your warehouse. Keep a care¬ 
ful eye on the various resources. 

one missed opportunity, one rash deci¬ 
sion can doom your entire colony. 

The decisions are yours. Can you 
keep up the morale of your colonists 
during the harsh winter season? Can 
you trade successfully with neighboring 
domains? Crush your rivals by growing 
stronger faster? And what about the 
mystery of the seven jewels? Do you 
have what it takes to lead your colonies 
to victory? You need to make some 
tough decisions and you need to make 
them now. 

Ultimate Domain has five different 
worlds to conquer at three different lev¬ 
els of difficulty. Up to three people can 
play at one time, or fight against the 


Place your settlers Into jobs that will keep them 
busy and keep goods and services rolling In. 


Ultimate Domain 

by The Software Toolworks 

Game Summary 

Defend king and country against 
hostile foes while garnering land and 
resources to use in battle. Techno¬ 
logical supremacy can rule the day, 
or sap you of power and gold. 

OVMOII 


RoHngi 




Requirements. 

386, VGA. DOS 5.0, 

2MB RAM 

Sound Support: 

Sound Blaster 

Controller; 

Mouse 

1 Available for PC and compatibles | 

1 Designed by: 

Microids | 



1 Retail Pnce: $59.95 | 


No. of Players: 

One to three players 


Every kinc 

HAS HB 

CAS1U, Birr 

ONLY ONE 
CAN RULE. 

The Software 
Toolworks’ Ultimate 
Domain fits you aoainst 

TWO RIVALS TO BECOME 
THE ONE TRUE KINC. 
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Your world and welcome to K. In this land, you'll 
have plenty of wood, but little stone. 


computer. Each colonist is detailed 
through character descriptions incorpo¬ 
rating age, occupation, and current 
morale level; you can enter any building 
and get a description of what is happen¬ 
ing inside. Check on the morale of your 
colonists often! 

One of the unusual features built into 
Ultimate Domain is the Technology 
Builder. In order for you to defeat your 
opponents, you must develop your tech 
levels faster and sooner than them. 
Each Incremental step brings you closer 
to designing the tools of war. In order to 
make a cannon, you must first invent 
science and crafts, learn how to work 
with metal, succeed in developing alloys, 
create bronze from that knowledge, at 
the same time pursuing the technology 
to make gunpowder (chemistry and 
combustibles precede this) and the 
wheel (which requires knowledge of 
woodcraft). Once you have put all of 
these features together, you can then 
set your blacksmiths working on the 
invention itself. It is important to keep 
ahead in more than just the race for the 
ultimate weapon, though, so you must 
also develop vaccines to keep your peo¬ 
ple healthy. Each disease must first be 
researched to gain an understanding of 
how it works, this begs development of 
glass, then the lens, then the micro¬ 
scope; finally, before you can inoculate 
your populace, you must create the test 
tube. Technological supremacy is a big 
part of winning Ultimate Domain, and 
baby steps are all you can take toward 
developing the final product. 



This world is composed almost entirety of water. 
Buildings had best be planned carefully. 


Interface 

• Playability 

• Graphics • 

Sound 

• Replay Value 

82 

80 

89 

76 

89 


UD goes a long way towards restor¬ 
ing the detail and careful manage¬ 
ment I have always found missing 
from these Populous-style games. I 
love being able to click on a worker 
and find out how old she is, what_^e 
does for a living and how h; 
is. On the other hand, then 
of precision necessary hen 
not sure is wholly needed,' 
fun. You have to be excee' 
careful about where you piaci 
buildings, for example. If you 
workshop next to a precipice, you 
might not be able to use that shop to 
make wagons, since there will be no 
place to put the wagon when it's 
under construction. Other than that 



builder that puts a friendly face on the 
people that you’re building for. The 
technological progression charts are a 
wonderful detail that will make sure 
you’ve got your culture focused in the 
er direction. There are enough 
ere that you’ll never be sure 
earching the proper item, 
also very nice, with the pri- 
|ent of fun being hot air bal- 
opping bombs. Control of 
e is made a trifle more dlffi- 
necessary by using a semi- 
real-time interface (a style of play I 
despise for anything but arcade 
games). However, it’s still very easy to 
keep tabs on what’s going on. Builder 
fans could get very addicted to this 
game; it’s worth a look. -Kevin 




Interface 

• Playability 

• Graphics • 

Sound 

• Replay Value 


91 

92 

89 

82 

90 


Despite a weird and somewhat elu¬ 
sive sound bug that caused the game 
to crash every so often, I found Ulti¬ 
mate Domain to be an immensely 
enjoyable game (advice: save often). 

Software Toolworks tech support 
assures me this is a fluke, andrl^ur- 
rently hard at work on the problem* 

Ultimate Domain has a Pfcpufp^ 
style graphic interface, but ^ don’t / 
play God. There is an immense / 
amount of detail built into the inste< 

for example. If you build toq^ many th at the 
wells, you run the risk of dropping the 
water table too low for farming to be 
effective. Technological innovation 
rules the game: you must develop 
your technological skills on a hlerar- 
chical basis, step by slow step. 


Graphics are better-than-average. It 
was easy for me to pick out my own 
armies on the screen without squinting. 
Sound is okay, although that sound bug 
interferes with my enjoyment of the 
game^only minutely. The interface is 
could have been implement- 
etter; sometimes the game 
respond to a mouse click, 
clicking, you’ll eventually get 
ause the game is time-based 
turn-based, my experience is 
ime plays best on a 386 or a 
486 In non-turbo mode. You will eventu¬ 
ally have so many territories (unless 
you’re losing badly) that it will be impos¬ 
sible to service all of them in a single 
turn. Software Toolworks has turned out 
a sweet one. -Ted 



r 

Interface 

• Playability 

• Graphics • 

Sound 

• Replay Value 


87 

80 

79 

76 

90 


Kevin and Ted have both wandered 
around the office calling this game 
“Populous with a plot.” I disagree. 
Ultimate Domain is an entertaining, 
somewhat-reality based simulation. 
The only thing it really has in cgrr^ 
mon with Populous is the thr^ 
ter perspective. It’s a builds 
pretty good one. You need \ 
buildings very carefully-with^ preci¬ 
sion that is not asked forp ~ 
games like Sim-City. Tha sound 
glitches on our system were 1 
ing in the extreme. The very slow 
start is another weak point. One thing 
I really enjoyed was the invention/ 
research process in UD. Ever since I 
played Civilization, I have been fasci- 
nated by this sort of process in 


games, and it’s always interesting to me 
to see what, according to the game 
designer, proceeds what on the overall 
invention flowchart. It’s also appreciated 
that the technology carries over from 
temtory to territory. I also enjoy the fact 
he ruler of a territory, I am not 
all-ppwenul and I have to work Inside 
' ■ ^constraints. I understand that 
\\)A vw made a turn-based game so 
fen one person could play, but It 
would be|a better game if it played in 
with maybe a new season 
every few minutes. UD is a satisfying 
Sim, but it’s not as good as a lot of other 
builders out there. I like the empire 
building mixed with the empire manage¬ 
ment, but UD could have easily been 
called Unnecessary Details. -Steve 
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KIDNAPPED 

BY AUENS! 



PLANET 
ROCKED BY 
DISAPPEARANCES 

Dateline Earth: The planet has been rocked by the 
apparently motiveless kidnapping of several 
important personalities from various periods in 
history, causing severe repercussions throughout 
the time continuum. 

Polaroids found at the scenes of the abductions 
indicate that the perpetrators were the same group of 
little yellow aliens with eyestalks responsible for the 
disappearance of the Earth Rock Icon Elvis Aaron 
Presley. 

Rumours have been circulating, also supported by 
photographic evidence, of a breakout attempt by the 
kidnappees. This attempt, said to be led by an 
unidentified caveman, has yet to be confirmed, 
although several sightings have been reported as far 
apart as Ancient Egypt, Feudal Europe and the Stone 
Age. 

Temporal Police sources are unusually silent, with 
the only official .statement being ”We have several 
promising leads, and we're hoping to make an arrest 
sometime within the last few centuries." 


SPORTS . P20 FINANCIAL.P11 

TV GUIDE . P5 TRAVEL . PI6 

BUSINESS . P7 HEALTH . PI9 






















Temporal Times Nth Whentember -0000- 



BRONTOSAURUS BLAMED 
FOR SNARL-UP! 

Traffic was at a standstill in 
Manhattan yesterday morning, as 
gridlock gripped the city. "Nothing 
unusual about that." you might say, 
except that this time the Transit 
Authority didn't point the finger of 
blame at the lone driver, but at a large 
brontosaurus. They should at least get 
points for originality. 

A beleaguered Transit Authority 
Spokesperson claimed that a large 
brontosaurus was grazing on trees at the 
edge of Central Park, and ten-block 
tailbacks caused by the critter were the 
reason for the gridlock. 

Large crowds of curious bystanders 
were aggravating the problem, and so far 
N.Y.P.D animal handlers have failed to 
come up with an effective way of moving 
the beast. "You can’t just throw a leash on 
something the size of the Staten Island 
ferry and expect it to come quietly.", 
exclaimed a harassed animal expert. 

Sources within the United Nations 
refused to confirm or deny that this latest 
anomaly was linked to recent discoveries 
of a ruined Burger Franchise in the ruins of 
Pompeii and a fossilised '74 Dodge in 
Yosemite National Park. 


Evolution • Lost In Time 

A hilarious Race Through Tune as you. 
the Caveman, aitempi to get all your fellow 
characters back to their correct time /ones before 
your Alien captors and their minions grab you and 
slam you back in the icebox! 


T 
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Trout Hypnosis 

Scientists from the 
department of Trout Hypnosis 
and Temporal Science at M.I.T 
have released a bulletin 
explaining the recent rash of 
weird temporal disturbances. 

According to the eggheads, 
someone (or something) has been 
altering significant events in 
Earth’s history. Disruptions in the 
flow of the Time Stream caused 
by this meddling have lead to 
rifts, such as the one that brought 
a Brontosaurus to Central Park, 
Manhattan, causing traffic chaos 
at the height of rush hour. 

The bulletin concludes that 
unless the flaws in the time stream 
are repaired quickly, wholesale 
chaos will ensue. 








AVAILABLE NOW! 

PC & Amiga 

Evolutioa- Lou bi Tiinc is ■ 

TrsdttiMffcof inM|!WccI>Mi|inlnc. 
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I ^<iR REVIEWS 

It's m iHE canI Now see 
HOW IT PUYS IN Peoria. 

Make the deals for the bmgest movies (or bmcest 
bombs) of all time as a Houywooo Mocul. 


So you wanna be in pictures. Not just 
act in them, but control them, deciding 
who directs them, produces them, even 
what they are. You want to be a Holly¬ 
wood Mogul. 

Movies start as either original scripts, 
bestselling books or original Ideas. 
Scripts already exist, but you’ll be paying 
money for a sight-unseen script. Best¬ 
selling books have name recognition, 
but must still be converted to movie 
scripts. Original ideas (the path of the 
true Mogul), of course, must have scripts 
written for them. 

At this point, the aspiring Mogul begins 
a process that he or she is to continue 
many, many times: doing lunch. You’ll 
do lunch with a screenwriter to negotiate 



With a test screening result like this, it's time to 
splurge on the advertising. 


Hollywood Mogul 

by DeVuono DeVuono Games 

Game Summary 

Hire and fire the best of Hollywood 
as you put together the movie deals 
of the century. Make money (or not) 
speculating on the Silver Screen as 
a Studio Head. 



Available for: _ PC and compatibles 

Designed by: _ Carey DeVuono 

Distributed by:_DeVuono DeVuono Games 






The status of ail your projects at a glance. 
Maybe it’s time to go script shopping. 

their contract to write the script. If your 
assistants tell you that the script is no 
good, you’ll do lunch with a rewriter. 

Once the script is good (or at least 
passable), it’s time to hire everyone 
else. All talent In Hollywood Mogul, from 
actors and actresses to producers, 
directors and screenwriters, are ranked 
by the money it takes to attach them to 
projects. You’ll have to match creative 
talents together (most work better in cer¬ 
tain genres), as well as decide how big a 
budget the film will need. 

Production begins, and the process is 
pretty much out of your hands for sever¬ 
al months. After post-production has fin¬ 
ished, a test screening is held to let you 
know how good the final product is. 
Then your final task comes up: deciding 
when to release the movie (the heavy 
month of June, or the quiet weeks of 
March?) and with how much publicity. 
It’s all over but the nail-biting after that 
as the results from the U.S. and over¬ 
seas markets roll in. 

Hollywood Mogul can be ordered 
directly from DeVuono DeVuono games 
by calling 1-800-350-5550. 



And the true results are In. Relish this one, hot 
shot, because very few are like this. 




91 91 


55 N/A 88 


You’ll either love this or hate this. 
Graphics are utilitarian, and the 
sound is nonexistent, but if you’ve 
got one drop of creative blood in your 
body, you’ll be spending hours and 
hours apcUiOurs makio^wvies. This 
is a odd ^arr^of st^teDy, luck and 
frustration that will^ep^ou coming 
backer more.-M^ng cSli^qual the 
tensi^ in^ur uomaMas me cred¬ 
its of^you^test filmjol^by, Inowing 
that rtf llions of defers are QMut to be 
made oMdffrThoW^fci^bsol utely 
must have the latest silicon toys can 
pass this one by, but those of us who 
love a well-crafted and original game 
will enjoy wandering around the bow 
els of the Hollywood Machine, mon¬ 
keying with the gears. -Kevin 


90 94 


75 N/A 94 


Hollywood Mogul is more a pleasant 
diversion than a true picture of the 
inside workings of a production 
house. Delving into the depths of my 
sick and twisted imagination, I came 
up with tities^a^^^o^pts that 
could/liever gWs these j^ |es. This 
is a ffime bestjShare?! witirfriends, 
and ^that I mean th^ it’s'^nore fun | 
to stiare^our Veir^ id^s than to! 
havi 0 ^ 1 ^ ydur^lf ^o amuse 
(rem^ber: s^w^e piracy is both 
illegal c^llvirhorEirW don’t do it!). A 
note for those who do pirate soft¬ 
ware: this game has on-disk protec¬ 
tion to ensure that it can’t be copied 
onto more than one system at a time. | 
Bravo to Mr. Devuono for building 
this feature in! -Ted 


This is an Interesting product. The 
graphics are almost non-existent, i 
there is no sound, but it’s sure as 
heck fun! I got lost In this for a few 
hours at a time. Creating a great 



duction, 
|sing and 
losing 
Holly- 1 
gugh. I’d 
add thej 
I pr<^uct, add 
cHWNl^dd in the| 
ability to re-edit scripts and movies.' 
It’d be nice to figure out what went 
wrong on a given movie. Regardless 
of omissions like these. Hollywood 
Mogul is worth some time and effort. 
Highly entertaining. -Steve 


script 

a solijl budget 
greatest mai 
overdo, 000, 
woo(J Mogul is" 
love to see DeV| 
Acactem y Awi 
in revi&fWMI^m 
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"A puzzle game as original fi* “ 
compelling as this comes 
— along once in 2 to 3 years." — 
Bill Kunhel, Executive Editor, 
_Electronic Games._ 

“This is the top puzzle game 

-of winter CES '94."- 

Laurie Tates, 

_Electronic Games._ 



“Tense, Ck>mpelling and Addictive." 
Computer Game Review. 


"A prize puzzler for conundrum 
connoisseurs. Elements kept 
— me enthralled for hours." — 
Johnny Wilson, 
Com p uter Gamin g World. 


Classic combination of logic and 
strategy. Dozens of wickedly- 
devised mazes. Multiple levels of 
increasing challenge. Dazzling 
full-color VGA graphics. Digitized 
sound effects and music. 
Easy-to-use keyboard controls. 


For IBM PCs and all true compatibles. 
Made in USA. 

Villa Crespo Software, Inc. 

1725 McGovern Street 
Highland Park, IL. 60035. 



YiUa, Crespo 


SOFTWARE 


Available at Software Sellers Everywhere! 
For more information, call 1-708-433-0500 
or fax 1-708-433-1485. 


© 1994 Villa Crespo SofM^aic. Inc 
Equipment mentions arc 
Trademarks/Registrations of their 
respective companies. 













































CIR Reviews 


Bmooe in ihe manner of 

AlfRED ShBNWOID. 

If you uke brioce, Bridce Baron may steal your 

HEART WITHOUT TANNO YOUR WALLET FOR A RIDE. 


Bridge. The word may conjure images 
of little old ladies sitting around drinking 
tea (or brandy) on weekday afternoons. 
Your eyes may glaze over when you 
hear people talk about it. Here’s a prod¬ 
uct that may make you sit up and pay 
attention. 

Bridge Baron, designed by noted 
bridge expert Tom Throop, is so 
advanced it has been endorsed by 
Alfred Sheinwold, celebrated bridge 
columnist. That’s a powerful endorse¬ 
ment, since his column is syndicated in 
over 300 newspapers nationwide. Alfred 
Sheinwold is the man who continues to 
puzzle the minds of bridge players 
everywhere with his intriguing bridge 
problems. In fact. Bridge Baron is the 



Practice your bidding: seeing how the computer 
plays helps you understand bridge elements. 


Bridge Baron 

by MicroLeague 

Game Summary 

Bridge, the classic card game, is 
now available for Windows In this lat¬ 
est release from MicroLeague. Vary¬ 
ing types and levels of play and an 
excellent tutor. 


Requiiements: 

FGA'VGA. 

1MB RAM. Windows 3.x 

Sound Support: 

Any Windows-compatible 
soond card 

Conttuiier. 


Available for: 

PC and compatiPles 

Designed by: 

Great Game Products 

Distributed by: 





1.5 Meq 

No. of Players: 

One player 





With even distribution and your partner’s spade 
bid, head for the no-trump bid. 

first program to issue a $2500 Bridge 
Match Challenge to all its competitors. 

Bridge Baron’s record speaks for itself. 
It has been recognized as the leading 
computer bridge playing program by the 
American Contract Bridge League, it has 
achieved two world computer bridge 
challenges. The features include: more 
conventions than Its competitors; bidding 
flow charts to track the Baron’s thinking; 
hand evaluation and analysis of all bids; 
and duplicate bridge match play of 1-16 
boards against the computer or another 
player. There is also a special section 
called Sheinwold Bridge Challenges 
which tests the player’s declarer-play 
skill. Should you wish to store a played 
hand for later review, the Personal Play 
Library allows you to do so. Bridge Com¬ 
petition lets you play rubber bridge or 
duplicate bridge against the computer, 
as well as to compete against other 
Bridge Baron users for monthly and 
yearly prizes. Monetary prizes will be 
doled out each month for the top three 
scores in each of two categories, and 
yearly prizes will be meted out to the 
best five scores. 



A bidding flowchart will help you get the hang of 
bidding strategies quickly. 


92 85 75 N/A 90 


Let me hasten to Inform you that I am 
not a bridge player. Therefore, this 
review will be one devoid of com¬ 
ments as to the game's Al, challenge, 
etc. What I can say is that if I were 
ever stKldAOly struck AV-dO odd urge 
to le^ brs^lB (toyp^nce for my 
retirBmjPPhome.iHIlPps, or in a 



le more 
of the 
riy infi 
'bu what 
the way; 


misgi 
Briti 
best! 
nite 
to do 

it’ll even show you how it thinks to tell 
you why to do It. Serious bridge play¬ 
ers will like the tournament options, I 
think. If bridge were a game I’d ever 
consider playing, this is the computer 
game I would play it on. -Kevin 


• Playability ' 

94 


80 


■HI • Replay Value 

N/A 98 


Bridge Baron is billed as “the defini- 
I tive computer bridge game,” and 
I that’s probably not too far off. I took 
umbrage at the Sheinwold Bridge 
I Challenge, though; it doesn’t allow 
you any teftway jp faiddinfl, instead 
ixpertise 
liar see¬ 
ded to be 
le bid a 
low me 
I would 
\e tutorial 
program is excellent, covering the 
many fine details of bidding strategy 
and finesse. Despite being Windows- 
based (I’m a command-line junkie), I 
think that the extras are worth the 
price of admission. -Ted 



IntSSScJ^pSyBRIty^Sn^Hcn^oIS^^ 

88 90 70 N/A 87 


Admittedly, I do not understand even 
the rudiments of bidding in this infer¬ 
nal game. It’s been explained, it’s still 
Greek. Regardless, the actual hands 
In bridge are fascinating to me, evl- 
dencinft-a. neyly blend of 

Iucl4 strategy^^ blufHng skill. 
Bridge Dam n Is pre^^stw Some¬ 
one reallVmtef^tediiQjbarning the 
game c^d Iferir^pm this one. The 
flowclmrtsyand o™t ti/Dbits are 
trememou^ additio^ wecially for 
the ife MiB t , eveniMMy still don’t 
explain why bidding one club means 
what it does. Had I more interest in 
bridge, I’d have more interest here, 
and should I ever develop an interest 
in this game. I’ll be sure to come 
back to this product. -Steve 
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JOIN THE ELITE OF THE 
INTERPLRNETflRY BRTTLE CIRCUIT. 






PILOT YOUR 

ZEPHYR 

BflTTLECRflFT 
TO VICTORY 
OR GO OUT 
IN R BLRZE 




YOUR SKILL UJILL 
OETERMINE THE 
OUTCOME. 



To order ZEPHYR caW (800) 325-8898. 


© 1994 New Worid CompuHng, Inc. ZEPHYR is a trademark of New World Computing. 

New World Computing is o registered trademark of New World Computing, Inc. All rights reserved. 


mar yn^io gomputihs, ihg 



COR 


Choo^hoo Baron was 

AN ENOINKR. . . 

As AN Argk Baron, he sure had rjn. He used 

SUVES AND WOOIY MAMMOTHS TO MAKE HIS TRAIN RUN. 


Centuries from now, a new Ice Age 
has descended upon the earth, wrap¬ 
ping the planet in a sheath of snow and 
ice. Humanity has barely survived its 
attempt to slow global warming. Civiliza¬ 
tion consists of scattered enclaves of 
industrial cities connected by a massive 
heavy rail network. Huge trains traverse 
the rails, carrying the commerce of the 
cities safely between them. Starving 
packs of wolves roam the tundra, hunt¬ 
ing the herds of mammoths. 

A totalitarian corporation, the Viking 
Union, controls all commerce on the rails 
as well as the only source of power and 
wealth: coal. While not a political power, 
they have a complete monopoly on the 
movement of men and materials. Their 



Coal Is both wealth and power; new mines repre¬ 
sent your best source of income. 


Arctic Baron 

by ReadySoft 

Game Summary 
Lead progressive elements of the 
survivors of the human race in a 
quest to find the Sun. Run around in 
a really big train, hauling coal, mam¬ 
moths, slaves and missiles. 


RequKtrmenIs: 

VGA. 640K. 
Hard Drive. Mouse 

Sound Suppon 

Sound Blaster 
and compatibles 



Available for: 

PC and compatibles 

Designed by; 

Silm.arils 

Distributed by: 

ReadySoft 




1.6 Meg 

No. of Players; 

One player 





Your train can consist of up to 100 cars, chosen 
from over twenty different types. 

heavily armed trains roam the road net¬ 
work to maintain this stranglehold, itch¬ 
ing to force down any insurrection. 

You are that insurrection. After steal¬ 
ing the pride of the Viking Union train- 
yards, the Transarctic, you lead your 
band of Idealists, the Ambivalents (!?), 
on a grand quest for action, adventure, 
freedom and that mythical object called 
the Sun. 

Arctic Baron combines trading with 
adventure as you move across a frozen 
Europe (plus Northern Africa and the Far 
East), powered by coal-fired steam. You 
seek to free the planet from perpetual 
twilight and slavery by building up the 
Transarctic. You’ll need fresh supplies, 
food, spare parts and coal to keep your 
budding wartrain moving. Add up to one 
hundred cars to your train, including mis¬ 
sile cars, slave cars, barracks, tankers, 
observation cars and more. Fight off 
slavering wolf packs, hordes of the can¬ 
nibalistic Mole Men and the battle trains 
of the Viking Union. Send spies to far 
towns and sabotage the enemy. A plot 
will soon unfold to lead you to your final 
destiny as the Arctic Baron. 

A 



Combat features soldiers setting explosive 
charges, cannons, mamnooths and more. 


Interface • Playability • Graphics • Sound • Replay Value 

68 70 72 67 72 


Arctic Baron is certainly the most 
unusual and original game I’ve seen 
in a while. Its premise and play is like 
no other game that I am aware of 
However, it suffers from its European 
origins; it i^4u^ribi^-underpowered 
for modjim PCs?^4 it developed 



well. This 
fun that it 
in upgrade 
im comput- 
le interface 
s will have 


for the 
game 
deservi 
to take! 
ing teci 
is clunky 

to force themselves to be interested 
in this game. I do feel, however, that 
the rewards are worth the effort. Arc¬ 
tic Baron breathes (needed) fresh¬ 
ness and originality into the pack of 
adventure games. -Kevin 


Interface • Playability • Graphics • Sound • Replay Value 

79 83 79 82 92 


Arctic Baron Is one of those atypical 
games that captures your imagine 
tion with the sheer quirkiness of Its 
premise. It has scope; unfortunately, 
it does not have depth. Because AB 
^mpany in 
ry\^ develop 
ga plat 
ular in 
slowly 
ething 
latform 
al more 

detail, and the interface should be a 
little more seamless; instead, you get 
the response from your mouse that 
you would normally associate with 
say, plankton. It’s not mediocre, but It 
could be better. -Ted 



Intef1sc« • Playability • Graphics • Sound • Raplay Vahta 

81 77 78 82 74 


With easily the most twisted premise 
I’ve seen in ages, Arctic Baron is, 
after the initial joy of seeing the idea 
behind the game, a letdown. It’s 
underdesigned and suffers from 
sony-faUaci^^Rof-instange, about 
half pf the citiesrove no traffle what- 
ces are 
he bright- 
otherwise, 
ling around 
, looking to 
only have 
one train to manage, that’s not much 
fun. Arctic Baron could use a mas¬ 
sive overhaul as far as game play 
and interface as well as depth are 
concerned. I love the premise, just 
not the execution. -Steve 
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The invasion of Poland 

TO 1HE FALL OF BERUN. 

The enhre Eastern Front k your fuycrouno m 
HPS SiMUIATIONS' TmERS ON THE PrOWL 


Tigers on the Prowl is unlike anything 
you’ve experienced before. The scope is 
the ENTIRE Eastern Front in World War 
II, from the invasion of Poland in 1939 to 
the fail of Berlin in 1945. It includes all of 
the armies involved: German, SS. Luft¬ 
waffe, Soviet, Guards, and Axis satel¬ 
lites. Forces are chosen from hundreds 
of fighting vehicles, weapons, aircraft 
and force structures that were or even 
could have been used on the Eastern 
Front (including captured and lend-lease 
equipment). 

Set at one of the most demanding 
combat scales (above company and 
below division), both strategy and tactics 
must be meshed to achieve success. 
With each player commanding up to a 



German infantry is ordered forward. Orders are 
processed by realistic chain of command. 


Tigers on the Prowl 

by HPS Simulations 
Game Summary 

Command your forces along the 
Eastern Front. Play by mail and Play 
by E-mail options. Subdivide orders 
among Individual units. Demoralize 
your enemy. 


OvMOll 

RoUnei 

88 % 

Req.j''ements 

XT VGA, 640K RAM 

Sound SuDOort 

PC Speaker 

Controller: 

Key boa r d. ' n lou se 

Available for; 

PC and compatibles 

Designed by; 

HPS Simulations 

Distributed by; 

HPS Simulations 

Retail Price; 

$69.95 

Hard Drive Space: 

2Meq 

No. of Players: 

One to two players 



Customize any force you like, from any time in 
the war, using any equipment that was used. 


brigade-level task force, including sup¬ 
port units such as artillery and aircraft, 
the options and challenges are endless. 
Combat orders are issued through a 
chain of command to subordinate com¬ 
pany, platoon, and section-sized units. 

Accuracy has not been overlooked. 
Combat is resolved using detailed calcu¬ 
lations based on the same principles 
used by the US Army Ballistics 
Research Lab. These calculations take 
Into account actual armor thickness and 
round penetration at the Instant of 
impact, weight of explosive, fragmenta¬ 
tion effects, environmental conditions, 
and more. 

Designed for all levels of wargamers. 
Tigers includes 5 scenarios, a scenario 
builder, and 3 difficulty levels. 

Tigers on the Prowl is available from 
HPS Simulations, P.O. Box 3245, Santa 
Clara, California, 95055-3245, or by call¬ 
ing (408) 554-8381. Designer Scott 
Hamilton is aware of certain bugs in 
early versions of ToP, and offers free 
upgrades (with postage) to all pur¬ 
chasers of ToP who contact him at the 
above address. 



Combat is moderated by realistic routines that 
work from exact, actual ballistic data. 


Int«r1ac« • Pl«yabiltty • Graphics • Sound • Rtplay VaJuo 

79 75 55 57 98 


Now this is a wargame. ToP contains 
the most important element of a com¬ 
prehensive wargame: a scenario edi¬ 
tor. If I want to pit a brigade of Panz¬ 
er Vs with Wirbelwind support 
against 
ion, 
evej 
mai 
repol 
well, 
also it 
of CO 

from HPS allows construction of 
maps from scratch. The attention to 
detail on this product is frightening 
{every vehicle used on the Eastern 
Front!). Lovers of substance over 
gloss, rally to this cause. -Kevin 



TlinltrSc^^lSyablllt^^rapB^^^oon^^RjpSyvSIue 

J 79 71 66 35 75 


It’s a generic wargame with an 
incredibly broad scope and a sce¬ 
nario editor. As such. It’s not incredi 
bly thrilling, but neither is it deadly 
boring and stale. I found that 


: couldn’t 
. was plaj 
ty far n 
really II 
wargai 
like Ti( 

I uninte 



[Cited while 
;eems pret- 
:tion. If you 
statistical 
probablyj 
re flat and 
hardcore 
re. Sound 


wargamei 
is a return to the minimalist era, but, 
again, this is a battle of stats and not 
a piano recital. The one thing that I 
liked was the depth of detail: this is 
by far the most minutely comprehen¬ 
sive wargame I’ve seen. -Ted 


Inlerfac* • PlayabiUty • Sound • Repiay^lue' 

81 85 55 48 93 


Tigers on the Prowl is not a game to 
be taken lightly, nor is it a game to be' 
played by anyone who isn’t an expe-, 
rienced sim player. It’s highly techni¬ 
cal, the graphics aren’t that great,; 
there’sjninimal souod-Jf you aren’t; 
used^that, ybu’Jlw dts^bointed. If' 
mes Ini 



ics and; 
enough 
to your 
level of 
er seen 


youj 
spi 
soul 
here t 
screen 
detail 

that claims ultimate detail. This is a 
wargamer’s wargame. There’s no 
fluff in this at all; there is nothing! 
extra in any way. It’s pared down,: 
lean and it's ultimately brilliant! 
because of it. -Steve 
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BRINQ YOUR 
FAVORITE QflMES TO UFE 
ON THE BIQ SCREENI 



ZflPS COHPOTER WMES FROM PCs TO mO^REBI IVll 




LIMITED TIME OFFER! 

These sensational coininiter fiaines are FREE—a $13(1 
value—inside every (r \ME ZAFFER pavkayie! 

PrincR of Prtski® JctRghter ir Spectra ChollongRr"' 


\)\HriUlerlmml U\ \rhMity ... tjk t^mhm int\ 

<i^DS ADVANCED DIGITAL SYSTEMS 20204 State Rd. Cerritos. CA 90701 (3I0|86S'I432 (310)809-6144 (Fax) (•00)88»-S244 
A\aiialili*at: ■ Bii) • (]4)iii|>l S\ • (ioiniiiiialiilil) ■ r<Mii|»iitiT(iil\ • Kxihtni. • K^lit-ad .S<ifii»un* ■ Kn’f* Flir|ninH> ■ liwplil ■ .1.1).R. • MiiT«»(’4iilrr • Tijai*.Sifiwair • l.SA Hi-x 

mMun fift- lntarnuiWL« ur /rguttml trmimiult nytrtuf im mptv 


(i.AAlK ZAPIM’pK tiirii.'i your living' hmuii into u viiiual ivalily 
^ainrrooiii liy lioostiii^ your 
favorito IM] •'amt'.s rroiii your 
V (^\ moniltir onto your 
l)i}I-srr«M*ii TA. 

(;AMK ZAI»PF:I{ romri ts 
your IH]\s V(/A out|)Ut to a 
vuliMi signal and supports 
(►lOx UR) V(iA n'solutioii. 

So plug in (;aaif:zai*i»kk~ 

yoiir favoriti* gaiiios will Im* 
larg<‘r than lih*! 




I/I hiHuJ miii/mtlarl I 










I Ulavu~'-;' 

The Brihsh Invasion, 
ORCA 1087 A.D. 

Jhe Normans and Saxons wiu quake m thbr 

BOOTS BEFORE THE ONSIAUGHT M VlKIfKiS II. 


Eric gripped tightly to the long drag¬ 
on’s neck that stretched out before him 
from the bow of his galley. The camp¬ 
fires that burned on the distant shore 
roiled even brighter in his eyes. Behind 
him, twenty oars churned the sea in uni¬ 
son pushing the galley onward. 

The other ships have signaled, Eric. 
They are following us in.” 

Eric turned to face Bjorn, his sword- 
master. “Have you seen Olaf s ship yet?” 
he asked. 

“Not yet, Winterson." The aging sword- 
master had always called him that 
because of his bright white hair. Recent¬ 
ly the name had been catching on. “But 
he’ll be joining us soon. His ship was the 
strongest of all of ours; no storm could 



Red armies look across the sea to the lands of 
their enemies, waiting for a weakness. 


Vikings II 

by Realism Entertainment 

Game Summary 
Conquer England through brute 
force and allocation of vital 
resources. One to six may play in 
the lands comprised of the British 
Isles. 


Requirements 

366. VGA. 2MB RAM 

Sound Support: 

Sound Blaster. AdLib 

Controller; 


Available for; 

PC and compatibles 

Designed by; 

Realism Entertainment 

Distributed by; 

Realism Entertainment 

Retail Price: 

$49.95 


3 Meg 

No. of Players: 

One to six players 





Red has nearly eclipsed all opposition. White 
still stands strong in Eire. 


have sunk it." 

Bjorn joined Eric at the bow and stared 
at the lights that they fast approached. 

“It’s a village: a good sized one at 
that," Eric said. 

“Norman or Saxon?” Bjorn inquired. 

Eric laughed. It mattered not to him. 
The Normans had spilled the blood of a 
hundred sons to keep what they had 
taken. And the Saxons had spilt even 
more trying to take it back. 

This was the perfect time for the 
Norsemen to strike! With William the 
Conqueror dead and gone, the Normans 
were without a leader. They fought 
amongst themselves almost as much as 
with the Saxons. And the Saxons had 
been without a leader since the Pen- 
dragon line was lost. Nothing could 
stand against the Norsemen now. The 
longships of a dozen Viking clans were 
following Winterson to finally take the 
islands their forefathers had so often 
only raided. This time, they would stay. 

Note: Vikings 2 is functionally identical 
(except for the game map) to Realism 
Entertainment’s Kingdoms of Germany, 
reviewed on Page 48. 



Take the steward’s view of your empire, manag¬ 
ing resources and gold alike. 


80 89 75 73 83 


Vikings 2 is a disappointingly bland 
empire builder. Frankly, few aspects 
of the game seem to have even 
aimed at above average quality lev¬ 
els. Realism bills themselves as pick¬ 
ing ,out4h&-dGtaiis, tTitf details 



areiwodfiidy 
coi 
into 
watchinj 
real 
bat 

non4Alievictive 
While different troop types are avail¬ 
able, the differences are entirely 
algorithmic, not entertaining. If you 
love moving piles of numbers around 
a map and pretending that’s an 
empire, V2 is for you. -Kevin 


Action 
armies 
s. and 
pical of 
Corn- 
option, 
color. 


Interface • Playability • Grapbics • Sourtd • Replay Value 

85 91 88 84 91 


Relativity is a funny thing. When I 
played Vikings 2 the first time, I didn’t 
think much of it. This was mainly due 
to my forces being completely 
swamped by the computer oppo 
nents (l^ta^to lose).ri4owever, after 
I plav^^ MiM bUfmore. itound that 
I kin^ g W^j ^ me merciless 

tactj ^ eli^^^q byye Rl. They 

swIftlJ^SN^dJ^^^^l^h learned 
their little prejudices and vagaries, I 
could plan for their Inevitable destruc¬ 
tion at my hands. Squishing them like 
the evil little bugs they are became 
sort of fun. After all. I’m a Viking, 
aren’t I? -Ted 


Interface • Ptayabillty * Graphics • Sound • Replay Value 

88 90 79 92 91 


While it may be true that Vikings 11 
has little more than flashing numbers 
In the way of combat, the game Is 
actually pretty intense to watch. For 
instance, I took a chance on one bat¬ 
tle, stai1iAg..with se^^falmen fewer 
than^yeT^m^^Mu^^turn of 

erat ^^^^^^ ^^g^n m ed and 

kickld^lfklB^I islolidTnd enter- 
tainiW I wou» loy© ^o^ave more 
than jui9l.oE»^ap4d^y with. It is 
true that this game is virtually identi¬ 
cal to Kingdoms of Germany. So 
what? The engine works, it’s playable 
and fun and it’s addictive. Bring a 
stock of food when you start to play. 
You may be there awhile. -Steve 
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The ormins of Oktoberfest 

ARE SHROUDS IN FOLKLORE^ 

KINCOOMS of OOMANY ICIS YOU ESTABUSH YOURSEIf 
AS OVERSOR OF PREIZEIS, BRATWURST AND BIERCARIBIS. 


Prince Ludenz squinted in the sunlight 
as he scanned the opposing battleline. 
Groves of trees dotted the rolling hills, 
blocking his vision at times. But the 
Prince wasn’t worried about surprises. 
He knew what he was facing: pikemen. 

The Saxons loved pikemen. Their 
shafts lined the hills like an orchard of 
young saplings, all standing perfectly still 
in the gentle breeze. His cavalry com¬ 
mander refused outright to charge their 
lines. His own Bavarian swordsmen out¬ 
numbered them three to one, and were 
still afraid to face their wall of spears. 

The sound of distant trumpets inter¬ 
rupted Ludenz and he quickly turned to 
face the forward line of the approaching 
Saxon army. Crossbowmen were safely 



Expand outward among the forests of northern 
Germany, adding more lands. 


Kingdoms of Germany 

by Realism Entertainment 
Game Summary 

Forge an empire from the divided 
nations of Europe. Stand tall against 
the armies of the Holy Roman 
Empire. Quash any opposing fac¬ 
tions under the weight of your army. 


OvMdl 

Rolingi 

84 % 

Requirements 

386. VGA 2 MB RAM 

Sound Support; 

Sound Blaster 

Controller; 


Available for; 

PC and compatibles 

Designed by; 

Realism Entertainment 

Distributed by; 

Realism Entertainment 

Retail Price: 

S69.95 

Hard Drive Space: 

3 Meg 

No. of Players: 

One player 



Ah, the balance sheets of a young kingdom. Your 
fortunes (or lack) are reflected here. 


tucked behind the slowly marching pike¬ 
men. To his right, his own commanders 
were running frantically back and forth, 
urging their men to hold formation. 
Ludenz waited, aware of the thirty 
mounted knights that were waiting 
behind the hill. He signaled, and the 
knights advanced slowly. 

Once the pikemen had come within 
one hundred yards of his line, Ludenz 
gave the signal. His knights sped off at 
full gallop toward the right flank. The 
pikemen froze momentarily, then contin¬ 
ued onward. 

At that instant, a full half of Ludenz’s 
swordsmen picked up the longbows that 
had been hidden in the grass beside 
them. Arrows were nocked and let fly. A 
moment later they were falling in an 
ever-darkening mass upon the stunned 
pikemen. His knights advanced menac¬ 
ingly. The pikemen were fully aware 
what would happen if they broke forma¬ 
tion now... 

Note: Kingdoms of Germany is func¬ 
tionally identical (except for the game 
map) to Realism Entertainment’s Vikings 
2, reviewed on Page 46. 



Which direction to expand in? Avoid the tangle 
in the center like the plague. 


Interf«c« • PUtyabllKy • Graphics ■ Sound * Replay Value 

80 89 75 73 83 


Kingdoms of Germany is a mediocre 
by-the-numbers empire builder. 
Generic is the word of the day here. 
Move numerical armies into territo¬ 
ries. Take them over. Garrison them. 

more 
ritories. 
pes of 
er con- 
telling 
Ijombat, 
it’s the 
iland. if 



WhI 
troops 
trol 
them 
whici 
wh( 

you’ve got a craving for moving face¬ 
less troops around and matching 
databases with a pretty decent Al, 
Kingdoms of Germany will do. How¬ 
ever, most people will prefer some¬ 
thing more exciting. -Kevin 


Interfsca • Playability • Graphics • Sour>d • Rsplay Valuaj 

85 91 88 84 91 


Kingdoms of Germany is almost 
Identical to Vikings 2 (reviewed this 
issue), except that the maps are dif¬ 
ferent. Since I played V2 first, I had 
no trouble getting adjusted to King- 

extreme, and they are very difficult to 
destroy. A note to those users who 
have 386s: this game plays very 
slowly on our 386-33, so judge 
whether or not you want to purchase 
it with that In mind. -Ted 


Interfaca • PlayablUty • Graphics • Sound • Replay Value 

88 90 79 92 91 


Kingdoms of Germany is functionally 
the exact same game as Vikings 11 
with a brand new map. Despite the 
exact same interface and game 
mechanics, KOG Is a little more dlffi- 
kingdoms 
ised to 
every- 
lot of 
If you 
grossing 
icreen, do 
ime. If, how¬ 
ever, you can see the game behind 
the numbers. Kingdoms of Germany 
will reward you with a rich gaming 
experience. It’s no graphics test or 
sound experience, but it’s fun to play. 
Very solid. -Steve 
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1^ Desert Fox has a 
Mmhty Bm Sandbox. 

It’s 1941, it’s North Africa and you are there. 

UNFORTUNATaY, SO IS THE CHUIAN AFRIKA KORPS. 


The North Africa campaigns began in 
September 1940 with the swift and deci¬ 
sive capture by the Italian army of British 
Somaliland. They ended with the capitu¬ 
lation of a quarter of a million Axis sol¬ 
diers in May 1943. Operation Crusader 
covers the period when General Erwin 
Rommel’s Afrika Korps were at their 
most active, from the rout of British 
forces that drove them to the border of 
Egypt to the crushing defeat dealt Rom¬ 
mel by a combined force of US, English 
and French armies. 

Operation Crusader is the first Avalon 
Hill game developed by Atomic Games. 
Players of the V for Victory series of mili¬ 
tary sims will find graphics and game 
play in this game identical to those. 



The German forces are arranged outside Tobruk. 
How long can you hold them off? 


Operation Crusader 

by Avalon Hill 

Game Summary 

Rommel maneuvers closer to the 
British stronghold of Tobruk. Take 
either side and replay the opening 
campaigns in North Africa before 
Patton arrived. 


Requirerr-ents; 

3 Meg RAM. Hard Drive 

256 Color Monitor 

Sound Support: 

N/A 



Available for; 

Macintosh 

Designed by; 

Atomic Games 

Distributed by; 

Avalon Hill 

Retail Price; 

S69.95 

Hard Drive Space: 

4 Meg 

No. of Players: 

One player 





Select from six scenarios, each with historical 
and non^iistorical variations. 

Campaigns included In Operation Cru¬ 
sader are a skirmish between the Italian 
Ariete Armored Division and the 1st 
South African Division, the Axis assault 
on Tobruk, and Operation Crusader 
itself. In this scenario, you control either 
the Axis or Allied forces in North Africa 
for the entirety of the war in November 
and December of 1941. 

To change the game, you can choose 
a number of historical variants that 
change the possibilities and potentially 
the outcome of a given battle and the 
war. Examples are: making South 
African troops veterans, Axis captures or 
ignores Malta and more. 

Regardless of which scenario and 
which side of the conflict you choose to 
play, you will need to move with preci¬ 
sion and determination. In spite of the 
harsh weather conditions, oppressive 
heat and lack of water, the campaign in 
North Africa in World War II was one of 
speed and movement. The Afrika Corps 
was noted for both Its ferocity and its 
ability to move quickly through the 
desert thanks to Rommel’s merciless 
schedule. 



Take a higher view of the strategic situation. Is 
more air support called for? 


Intarfac* • PlayaMIfty • Gnplilcs • Sound • Rtpiiy Valut 

89 86 82 84 65 


Do not be fooled by the name at the 
top of your game box: this Is a V for 
Victory game. These things happen 
when a development company 
changes hands. As such. If you’ve 
ever pl^^fed^ V4V hftfnrp, you 
kno^Texactl^swha^his gOTe is. If 
you,^ay^t, irgaeuE^flHKeif for 



mately 
|\e been 
n, but I 
to play 
nd real 


ted 
unsi 
thn 
still 
these 

istic, but ultimately soulless and lack 
Ing In sufficient detail to hold my 
interest. Discovering that a unit has 
suffered 7% losses bores me after a 
while, and I like wargames. if you’re 
a V4V fan, you’ll like it. -Kevin 


KSS^^^PiaySnB^^SfSphl^^^oun^^^toyVaiue 

91 84 86 86 65 


Ooh, I hate to lose. This game is 
quite entertaining if you enjoy 
wargaming (and I do seem to be 
lightening up somewhat in my view 
that wargames are kind of boring and 


StU| 

ha! 
bei 
of 

managi 
My c 
held 

assvNueJF^at the enemy 
well-entrenched that their force multi¬ 
plier is increased to near god-like lev- 
els. So unless you are attacking with 
literally everything you’ve got, be pre¬ 
pared to lose most battles. Nice look¬ 
ing, but It left me frustrated. -Ted\ 



i game 
y this 
battle 
tanks 
idingly. 
’ But it 
in only 
are so 


90 89 86 88 85 


Having been a fan of the V for Victory 
series, I have been anxious to see 
what Atomic Games is doing for 
Avalon Hill. I needn’t have wondered; 
this game could’ve been a V4V game 
just as ea^il^^as aruAvaion Hill World 


at War 
attract! 
than pi 
the siml 
ested in 
could ho| 
ants, bu 



clean and 
touch more 
Ganjes titles for 

J nore inter- 
Id War II. I 
more vari- 
jt them. It 


would also be nice to have more of aj 
feel for the actual combat rather thanj 
just a bunch of flashing statistics.! 
Still, I like this kinda stuff, and I’ll con-j 
tinue to play this one long after oth-| 
ers have paled. -Sfevel 
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The first English 
Civil War was 
fought, at least at 
first, by soldiers 
and commanders 
blooded in the spo¬ 
radic but exhaust- 


Pursue and be pursued by ancient enmities 
across the fields of Britain. 

ing Hundred Years War against France. 
Although victory was theirs repeatedly, 
the English could not hold France due to 
lack of manpower and money. Although 
they had brought France almost to her 
knees, the English ended the uneven 
contest by surrendering the inheritance 
of William the Conqueror and all the 
conquests of Edward III and Henry V. 

Henry VI was a weak king. Controlled 
from childhood by powerful nobles, he 
grew up an unpopular monarch, fueled 
by the mismanagement of the wars with 
the French and his reliance on disrep¬ 
utable ministers. This poor ruiership 
sparked the Yorkist revolt. 

The Wars of the Roses were fought 
during a time of profound political 


The houses 
OF York AND 
Lancaster 

ARE AT IT 
ACAIN... 

OUEST FOR THE CROWN 
B ON M KINCMAKERI 


Sort out your initial conspirators, awarding 
offices and titles to best advantage. 

change. Feudalism was on Its way out 
as centralized government took hold. 
The problem faced by European monar¬ 
chies was how to increase their own 
power at the expense of the baronies 
without the barons rising against them. 
To this already unstable mix came the 
final ingredient for civil war In England-a 
weak and despised king who took the 
throne before he was even one year old. 

The Wars of the Roses were fought in 
the English heartlands, and Edward IV 
of York knew full well that control of the 
midlands was paramount to a successful 
outcome. London, of course, was the 
most important location to control: she 
had ready access to the sea, as well as 
the smithies necessary to chum out the 
weapons of war. Other cities proved vital 
as well: had Margaret of Anjou (wife of 
Henry VI) been allowed to enter 


This is the price of failure. Beheadings are a 
common sport for royalty and nobles alike. 


Kingmaker 

by Avalon Hill 

Game Summary 

Control the last of eight rivals of 
the royal houses of Lancaster and 
York for the throne of England. Will 
your winning strategy prevail, or will 
you bend to the executioner’s axe? 

OvmqII AlO/ 

RoUngt ¥1% 


28G^ DOS 5.0. VGA 


Sound Support; 


Sound Blaster, AdLib 


Available for; 

PC and compatibles 

Designed by: 

Avalon Hill 


No. of Players: 


One player 
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Interface 

• Playability • 

Graphics • 

Sound 

• Repiay Value 

I 

86 

92 

89 

82 

94 


sunimonrd to 
Arundel 


V m * IS. 

J«i c a ■“ 
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Remember noblesse oblige; home troubles can 
summon nobles at Importune moments. 

Gloucester, she would have stood on 
Lancastrian ground, and Edward would 
have found her to be much more dan¬ 
gerous there. Despite this, cities did not 
play a major role in the Wars. Instead, 
regional allegiances were the supporting 
factor to a decisive outcome. London 
could afford to be Yorkist because it was 
far removed from Henry’s seat of power. 

This was the final stage of feudalism. It 
meant that the government relied on its 
regional magnates to govern in the 
king’s name in those parts of the king¬ 
dom where the risks of disorder were 
high and the king’s capacity to act corre¬ 
spondingly low. 





Few heirs are left to challenge the throne. Crown 
Edward, and the race Is over. 

The Wars of the Roses were a power 
struggle, and power in the 1400’s meant 
land, title and the authority of office. Loy¬ 
alty was secured through the granting of 
titles and land in the Crown’s gift. When 
the House of York felt it was being pur¬ 
posely mistreated at the hands of an 
unfair king, it set in motion one of the 
largest wars in medieval history. 



Wow. Avalon Hill has finally come 
into its own in the computer market. 
AH holds an advantage, of course: 
they make great boardgames 
already, so all they need is an accu¬ 
rate conversion and decent Al for the 
opponents. Kingmaker provr 
in spades. Instead of the coj 
cal wargame I expected, it 
in a fury of opportunistic' 
pointless atrocities, mad scr^ 
and naked lust for power, pund 
only by the (brief) cries 
beheaded. Careful strategy is point¬ 
less in this mercurial game-but that’s 
the intent of the design. Situations 
fluctuate rapidly from turn to turn; 
your ace defender of your chosen 
heir may be called suddenly to Wales 



to deal with a peasant uprising. Battles 
are generally evenly matched affairs 
(apart from the occasional ambush) and 
thus are Inconclusive. To win, you must 
strike like a shark through chaotic 
waters and seize what you judge to be 
objective. Thus, keen judge- 
pled with opportunity and 
Ices tactical skill. Kingmaker is| 
return to time and time again., 
moderate; beatable, but capa- 
isenting a decent fight. The 
the game is its randomness, 
not to mention its callous disregard of 
computer game “traditions,” Kingmaker 
was not created to fit some marketing 
niche; it Is that most elegant beast, a 
game created simply as a game. Good 
design always wins in the end. -Kevin 



Interface • 

Playability * 

Graphics • 

Sound 

• Replay Value 

87 

93 

84 

94 

93 


As I understand it. Kingmaker was 
originally a board game. Having 
I never played the board version, I 
can’t say how true this is to the origi¬ 
nal. What I can say Is that the com- 
puter version is superb. While tji^ 
' graphics are no great shakes 
play is excellent. The interfao 
a bit of getting used to, but 
with reasonable intelligence 
; be able to fathom its inner workii 
< It will take a much higher IQ to 
1 quer Kingmaker, though. The n 
I ence manual is fairly thorough, 

I although a more detailed description 
! of some types of movement and 
! attack would be nice. The historical 
I reference is a brilliant addition to this 
I package, since many people do not 



fully understand the history of the Wars 
of the Roses and medieval military for¬ 
mations. I also appreciate the game 
from my English major standpoint; liber¬ 
ally sprinkled throughout the game are 
luotes from Shakespeare’s historical 
, While I would like to see more 
peare, everywhere, all the time 
a Shakespeare geek has its 
de), this game delivered full 
les of Shakespearean outtakes. 
tout great sound bites! Klngmak- 
s an extra point or two just for 
the fact that it can be played on my 
decrepit 286 at home (a tip of the brim 
to the guys at Avalon Hill: well done!). If 
military sims are your thing, or you’re 
intrigued at all by English history, buy 
Kingmaker. -Ted 


Interface 

• Playability • 

Graphics • 

Sound 

• Replay Value 

82 

88 

83 

92 

96 


Survive the internecine cruelties and the crown 
is yours to distribute at will. 


I can’t admit that I liked Kingmaker 
right off the bat. There were, I felt, 
some control problems with the 
game. However, a nice sit-down with 
the manual helped me out tremen¬ 
dously. While I would have lov ed to 
have a walkthrough, the natui 
game is such that a walktl 
sort of impossible. Be that al 
soon found myself larg 
charge. I did have some 
loading nobles on ships and 
ships into port. Additionally, it 
easy to click the wrong way and lose 
movement points for one noble or 
another. Regardless of any problems 
I had controlling the game, I had a lot 
of fun with it. The computer plays rel- 
atively intelligently, going after your 



nobles and especially the king if you 
happen to have him in battle. Said bat 
ties should always be player controlled; 
there have been myriad times that I won 
with a smaller army or at least killed as 
nobles as I lost by running for and 
jny enemy’s nobles. The intro- 
spite of the sort of goofy 
re picture in the corner, is 
itertaining. The conclusion is 
nice. I also dug the voice 
the game, sort of a Shake- 
greatest hits of clips (“Once 
more unto the breach, dear friends,” 
etc.). Graphics aren’t great for the main 
game, but the little animated pictures 
before many of the turns are very tasty. 
If you can’t get enough conquest, you 
can’t afford to miss this one. -Steve 
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Hang on. Tight. 

^ You’re about to enter the 

^ dark and foreboding world of 
ij Microcosm. Super-realistic, com¬ 
puter generated graphics inject 
you into the body of Cybertech’s presi¬ 
dent, Tiron Korsby. Your mission: to find and eliminate 
a deadly and elusive brain manipulation droid. 

Experience a whole new realm of adventure 
gaming as CD ROM-based interactive cinema effects 
transport you inside the heart-stopping action. 



WWit 




Available 
for Sega CD, 
PC CD ROM, 
and 3D0 
at your local 
retailer. 


o 


Firoro»cys 


Gi3er 


Over 500 megabytes of brilliant 
SGI graphics and an original 
sound track by Rick Wakeman, 
formerly of YES, crank up the 
intensity to levels you’ve never 
before encountered. 

Step into the latest high-tech 
micro-submersibles and pilot 
your way to the edge of your 
imagination. But don’t forget 
to pack an extra pair of shorts. 


‘e 


Your mission, should you 

OIOOSE TO ACaPT IT. . . 

If S A MAD. MAD, MAD, MAD WORLD AS HOSHLE AUENS 
SEND YOU MeOA MINES FOR MOTHERS DAY. 


Without warning, they appeared. In a 
far-off quadrant of the colonized galaxy, 
hordes of vicious aliens in an armada 
the likes of which had never been seen 
laid waste to the entire Gallenan star 
system. In the aftermath of the Gallenan 
slaughter. United Earth ConFederation 
technologists from Iridon 5 discovered 
an immense alien ship at the heart of the 
invading fleet. In an extraordinary dis¬ 
play of advanced technology, the ship 
began to emit an unusual field of radia¬ 
tion. The scientists were completely baf¬ 
fled, as scientists under alien attack are 
wont to be. 

The alien energy field began to take 
the shape of a giant glowing cube. With¬ 
in days, the metamorphosis appeared 



Strange ships will attack you; but as Earth's only 
defender, you must repel them. 


Astro Chase 3D 

by MacPIay 

Game Summary 

Blast mega mines and enemy 
ships from the space surrounding 
Earth. Try not to get toasted by myri¬ 
ad debris that seems to constantly 
hover in the area. 



Controller; 

Mouse 

Available for 

Macintosh 




Beginning options include access to five prac¬ 
tice levels before the furor begins. 


complete. The resultant cube measured 
a thousand miles on a side. Suddenly, 
the luminescent cube vanished, leaving 
no trace in Gallenan space. 

Seconds after the cube’s disappear¬ 
ance, the sub-space radio on Iridon 5 
was jammed with messages of great 
concern from the planets located on the 
periphery of ConFederation space. 
Computer analysis indicated that ail of 
the distress signals were reporting 
essentially the same phenomenon. Inex¬ 
plicably, the alien invaders had created 
a force field that had enveloped the 
entire ConFederation. The force field did 
no harm to anything within its bound¬ 
aries, but it had effectively sealed off the 
ConFederation from the outside uni¬ 
verse. A full-scale alien invasion had 
begun. 

The aliens have launched a series of 
planet-destroying mines directly at 
Earth. You are in command of the only 
vessel that can stop them: the Ultraship. 
Any one of these mines carries enough 
destructive force to vaporize the planet. 
A clear head and steady hands must 
now set to work, destroying the mines... 
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Earth quavers under the final assault. Which to 
shoot, the mine or the attacker behind? 


n5l8«^*p5yibIiIty^Q5pS!c!^^ound^Repl3fyv5!uJ 

85 87 81 89 34 


What is it about the Mac that seems 
to attract uninteresting shooters? I 
can well understand the need Mac 
owners have for good action games; 
but the emphasis here is on good. 
Unfortuodia^, gainas^ke Astro 
Chase k^p pilling unit’s one 
of thosB ga^s w get to 

the s^nthlBMf|i byf<eepin^the fire 
buttflh h^^down. mile fc graphics 
are(son\|^at prEatj^JIte^ac is 
cleafW capable^|6i,^tten sounds 

are th^-flll^^ng Thii-«Hfprised me 
amid this squalor of mid-Eighties 
arcade action. It’s fairly pleasing to 
play for a period of, oh, four minutes, 
but quickly pales after that. Astro 
Chase 3D is fast, breezy, and utterly 
devoid of depth. -Kevin 


78 


68 89 


' Sound • Replay Value 

85 25 


There are some days, usually when 
I’ve been trying to install some sort of 
hardware item, that I question my 
belief that PCs are inherently better 
than Macs for gaming. Then I come 
across a like ^AstfoChase 3D, 

and my^fait^ in Mfe oldikitmoded 
addre«ng l^ste jl is f yoy . While 
this K oste^Eibly aifarcffde-type 
garrs, I ^3|*t r^nen&r £|^ arcade 
ganfe that ^ft meYSaj^ ^hough I 
had\lot hadPictujyflying a 
space^iniybafis suppowdy the best 
In man’s experience. Why is it so 
user-hostile? Why Is fire control han¬ 
dled In the most annoying way possi¬ 
ble? While I commend MacPIay for 
the nice graphics, the game is just 
sort of flat and uninteresting. -Ted 


B!BflS5*?n3y351iIfr* 

80 58 83 


86 51 


Now let me get this straight-during 
an alien invasion that threatens the 
very existence of Earth, we send one 
ship. It doesn’t hurt the ship to get 
tagged by an asteroid or a planet, but 
^vaporates. 
it Oifcles our 
: dW@&tah\speed. 

' cause 
6sphere. 

Andlwhek^ thejsun? Wh/are there 
this Wny astwold/around Earth? 
This garri&jp^den^MMDgicai fallac¬ 
ies, which really wouldn’t matter if 
Astro Chase 3D was at all an enter¬ 
taining shooter. It isn’t, so all of the 
goofiness becomes more apparent. 
Control Is difficult, game play is unre¬ 
warding. Not even close. -Steve 
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In 1944 , This Was The Only 
Heavy Metal Touring Europe. 


American M4 Shermans. Tigers of the Third 
Reich. These were the tanks that rocked 
Europe from D-Day to the fall of Berlin in 
World War 11. The same armored juggernauts 
that you’ll command in the explosive new 
game Across the Rhine from MicroProse. 








9 ^. 


Jump into history’s most famous tanks and 
experience the fierce combat and tough deci¬ 
sions that gripped World War 11 tank com¬ 
manders. Take command of U.S. or German 
forces. Control single tanks or entire Compa¬ 
nies. And blast your way through enemy units 
across the war-torn landscape of Europe. 

Across the Rhine from MicroProse. And you 
thought heavy metal started in the 70’s. 


.^K^OPRQSE 


1 993 MtefoPfOse ALL RIGHTS RESERVED 
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M IHE 
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ExcuisiveI Round’s new 
Sound Canvas daughiercardI 

Round hopes to ounce the way gamers think 

ABOUT MIDI SUPPORT. AND THEY WILL 
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Although I was going to vent my spleen 
about the state of motherboard design. 
I’ve decided that it would be much more 
productive to introduce a little education. 
Herewith, some knowledge about the 
way IRQs are addressed in today’s PC. 

The acronym IRQ stands for interrupt 
request. Don’t ask me how the original 
computer geeks came up with that partic¬ 
ular designation; I simply don’t know. 
What I do know is that something as sim¬ 
ple as a conflict between two pieces of 
hardware in your system over an interrupt 
request can cause your system to lock up 
tighter than a funeral drum. 

When IBM built the first PC, back in the 
Stone Age (circa 1979), they needed a 
way to tell the CPU that there were cer¬ 
tain pieces of hardware attached to the 
system. They selected the 8259 interrupt 
controller chip, which handles eight inter¬ 
rupts (0 through 7) on a decreasing priori¬ 
ty level. Thus was born the addressing 
system which we all know and love. IRQ 
0 is attached to the system timer. IRQ 1 
addresses the keyboard. These IRQ’s 
cannot be redirected for anything else. 
IBM quickly realized that users were very 
limited In future expansion (since only six 
Interrupts were left over) and so they 
added a second 8259 chip. Since I can 
tell by the avid page rustling noises you 
are dying to know how, the answer is 
simple: IBM cascaded the second chip to 
the first through interrupt 2. 

What this means for all you first time 
hardware installers is that you should 
never assign any hardware to Interrupt 2. 
The reason Is fairly obvious: If the com¬ 
puter receives an interrupt signal from 
anything at IRQs 9 though 15, the system 
stands a good chance of locking up. This 
is also the reason that sound cards will 
not accept an IRQ higher than 7: there’s 
too high a probability that conflicting sig¬ 
nals will occur. 

The other low IRQs are predesignated, 
as well. IRQ 3 handles COM2. IRQ 4 
handles COM1 (don’t ask; I don’t know). 
IRQ 5, that most popular of sound card 
IRQs, handles requests from LPT2. Since 
most people either don’t have a LPT2 
port or don't have anything connected to 
it, this is optimal. IRQ6 is your hard drive 
controller. IRQ7 address LPT1. 

I hope this little primer has helped. 


Roland Is known for Its exceptional 
MIDI products, and they have just 
announced a product about which ail 
gamers should know. The Sound 
Canvas DB Is a daughterboard that will 
attach to any Sound Blaster 16-series 
card to provide general MIDI support. 
Roland claims that the Sound Canvas 
DB Is a major improvement over both 
FM sound and traditional wavetable 
sound. The card contains a dedicated 
microprocessor that automatically 
manipulates over 200 voice parameters 
per note In real time to generate the 
most expressive sound possible. 

Sound Canvas DB features built-in 
reverb with eight different selectable 
reverb types to allow ambient effects 
ranging from large concert halls to inti¬ 
mate clubs. A separate digital chorus 
effect is available to add depth. The 
128 CD-quality synthesized sounds in 
Sound Canvas DB cover a wide assort¬ 
ment of acoustic Instruments from 
pianos and strings to ethnic sounds to 
electronic instruments. There are also 
six full drum sets for use as needed. 

The Sound Canvas DB is set to be 
released in retail stores this month. 
Emerging from Roland’s two decades 
of research in professional wavetable 
instrument and synthesizer sound, this 
new member of Roland’s Sound 
Canvas line provides digital signal pro¬ 
cessing at the cutting edge of Roland’s 
research efforts. Included with the 
board is ready-to-use software, plus 


one hundred stan¬ 
dard MIDI files for 
over three hours of 
royalty-free music. 

Sound Canvas 
DB is an easy and 
inexpensive way for 
users disappointed 
with the mediocre 
quality of present 
sound cards to 
realize the full 
audio potential of 
their computing 
environment. 
Professional con¬ 
cert hall sound can 
be had for the price of a song. 


EaMOfUM • 

> InstaMation • 

Uaafulima 

99 

99 

91 


.' When I was first handed the press 
j release for the Sound Canvas DB, I 
i looked at the price and thought. 


“You’ve got to be kidding." Then I 
i installed the board, and realized just 
j how seiiouSLthe^. . were- s board 
! will bfifmemulkji^eforan^ne who 
> con^e^^lfiemsBfuw a game enthu- 
1 sia^. l^g^oulM is ^sontely the 
pureslThaveMrer ha^»me out of 
a Gener^ MIBI proouct/lnstallation 
is quite/llteiflly a^napf just snap it 
onto c^y^^unckblMier 16-series 
board. No Installation software is 
necessary, and the SET BLASTER 
line in your autoexec.bat will auto-| 
matically designate the card’s port.j 
This one’s going to be bigger thanj 
the Beatles, folks. ~Ted\ 

Tuii Hardware Rowdex 

Roland Corporation 

7200 Dominion Circle 
Los Angeles, CA 90040-3696 
(213) 685-5141 

Fax: (213) 722-7408 
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DON'T BUY A SOUND BOARD UNTIL 
YOU'VE HEARD US TOOT OUR HORN. 



f I 

FM SYNTHESIS ^ ^ w TABLE 

OF SOUND I TECHNOLOGY OF 

BLASTER 16 I SOUNDMAN WAVE 


SOUNDMAN' WAVE: GENUINELY 
BETTER SOUND, FULLY LOADED. 

Maybe you've read* how wovetable 
synthesis uses actual recordings of 
instruments to create synthesized sounds. 
And how fantastic it sounds versus 
regular FM synthesis. Well it's true. SoundAAan Wave lets 
gamers rock and roll with the real thing for an affordable 
price. And it comes loaded with great software like 
Recording Session*and MCS MusicRackT 



COMPLETE COMPATIBILITY 
GUARANTEE. 



SoundAAan Wave's Yamaha 
OPL4 chip is completely 
compatible with the Adlib/Sound Blaster 
standard so it is backed by a 100% money-back 

WAL«MART 


compatibility guarantee, and to back that up we'll give $500 
to the first person that comes across a game with which 
SoundAAan Wave isn't fully Sound Blaster compatible. Right 
now, hot games like X-wing, 7th Guest, Doom and Space 
Quest 5 already fake full advantage of our wave technology. 
Dozens more are expected to hit the market each month. 



DON'T BELIEVE US? CALL NOW FOR 
OUR FREE SOUND ADVICS AUDIO 
CD AND GET A $10 REBATE. 

Listen to expert advice about adding 
sound to PCs, and hear for yourself the incredible difference 
between SoundAAan Wave and run-of-the-mill 16-bit boards. 


Call for our Sound Advice Audio CD before supplies run out, 


and we'll enclose a $10 rebate coupon: 

1-800-936-0078, offer #6T 

K Maniiw. 12/71/911 p 9S. "‘/^-prapirttt of liiBiifW ramrs. 



lOCiTECH 


■rt Mta* 


The Sensewore'Company 



COR Hardware 


SiRAP YOURSElf M FOR IHE 
RIDE OF A UFEHME. 

'hiRiisrMASiER's NEW Formuia T1 drmnc wheb. and 

PEDAL COMBO FEaS UKE THE REAL 1HIN0. 


Just as the ThrustMaster joystick and 
weapons control system are the pre¬ 
ferred product for military flight sIms, so 
too will the Formula T1 become the 
standard against which ail other driving 
wheels are judged. Featuring a spring- 
loaded wheel (no more of that endlessly 
free spinning common to other wheels) 
and accelerator stick, the Formula T1 Is 
engineered with the high quality and reli¬ 
ability associated with the ThrustMaster 
name. The Formula T1 wheel can be 
used apart from the pedals, but in order 
to use both your system must have a 


Formula T1 

by ThrustMaster 


PC and compatibles 



true four-way joystick port. Check your 
port’s manufacturer for compatibility. 



EMtdUM • 

• imMMon • 

UMfUlMM < 

• OurabWty 

95 

85 

70 

90 


Want the thrill of real racing action? 
‘Course ya do! The wheel and pedals 
have excellent control pots, providing 
game control that is as smooth as the 
feel. About the only drawback to the 
Formula T14hat I GOUidJind Is that It 
is currgmly or^com^tible with 
World jBirci^.05 
to 1 .OO^oi^.Qlidatje 
and Inofcar Racing 
the other h; 
massive 

from sofMPEib coi 
future. This is easily the finest driving 
wheel I’ve come across in my travels, 
and the pedals are top-notch, too. 
Although the retail price Is a bit high, 
buyers should be able to find it at 
street prices around $130. -Ted 


^icrof rose patch 
5 fro* their BBS) 
(Pa|)yrus). On 
hfe Fh dl^rves the 
ppqn I p Bdic it will get 
Hes in the 


The Hardware Rolodex 

ThrustMaster 


10150 SW Nimbus 
Portland. OR 97223-4337 
(503) 639-3200 
Fax: (503) 620-8094 




















JOYSIKK eRfiO SUM: THE 
RELAXED RT. 

Suncom’s latest effort is poljshed, styljsh and 

COMFORTABLY DESIGNED FOR THE GAMING EXECUTIVE. 

Your boss walks into your office. What 
do you think his overall impression is 
going to be when he sees that mammoth 
military flightstick sitting on your desk? 

Now you can have your job and keep it 
too, thanks to Suncom’s Axys joystick. 

Designed to match today’s office envi¬ 
ronment, the Axys Is that vague color 
that IBM’s Interior designers like to call 
“putty.” The form of the joystick is very 
conservative; most people (namely 
those who frown on the activities that 
would involve a joystick) won’t even 
notice it’s there. And If they do, tell them 


Axys 

by Suncom 

Available for: PC and compatibles 

Designed by:_Suncom 


Retail Price: $29.99 



Em«o(Um • 

> Installation • 

> UaafuiMM • 

> OuraMBIy 

94 

N/A 

84 

92 


Ergonomics are all the rage these' 
days, what with the threat of CTS. 
The Axys joystick provides a mod-i 
icum of relief for weary wrists. Itsl 
sleek look means no more disapprov-i 
Ing ala nqQs.jm m th^j^ss. And, on| 
top (^all thislls incredi-| 

bly |Dod.' fllit«t^^ta6But on X-i 
WinP (w^ch hy DecQW^e locus] 
c/as forJoyst^M*ing) and, 
found tn& it ^orj^f U^-tha n-aver- ' 
age co most~sti(j <s leave; 

very lidSiDom foNAMHMvement, 
the Axys does a premiere job of giv¬ 
ing the player access to the fine, 
adjustments that X-Wing demands.: 
The wrist rest Is comfortable too, ifj 
you enjoy playing games with the joy-| 
stick on a flat surface. -Ted 

it’s an experimental mouse design and 
change the subject. 

The Hardware Rolodex 

Suncom 

6400 W Gross Point Rd. 

Niles, IL 60714 
(708) 647-4040 
Fax: (708) 647-7828 
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UCHTS j RUTOP. : 
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The only thing it 
doesn’t simulate is 
ear popping. 



® 1994 Mkiosoft Gxp. AD rtphn iwervcd. Mioosofi is a i 


If it were any more real, your 
chair would be in a 30“ bank. Our 
new Microsoft* Flight Simulator"* 
has four planes, each with its own 
instrument panel created digitally 
from actual photographs. There are 
storm clouds and sunsets to fly 
into. Crashes are scarily real. And 
you can fly to airports anywhere 
in the world. Its just one of the real¬ 
istic simulations we have waiting for 
you to take control. Everything is at 
your reseller. So, take off. 



















COR HARDWARE 


Unleash the monster 

OAMER INSIDE YOU. 

Creative Ubs Came Buster CD16t the complete 

MULTIMEDIA PACKACE FOR THE COMPLETE OAMINO SYSTEM. 


1 EastofUse 

• Instattafion 

• UMiulness 

I 95 

87 

95 



The Game Blaster CD16 is a complete multimedia upgrade kit that has three key features: guaranteed 
Sound Blaster compatibility, good bundled software, and an exceptional price. 


Creative Labs has come out with a 
moderately priced multimedia upgrade 
kit for those who don’t use, don’t need, 
or don’t care about business software. In 
other words, folks like us. Admittedly, 
there is some software in this package 
that could find itself used for the nefari¬ 
ous concerns of business, but it could 
also be used just for fun. 

Unlock your computer’s potential for 
fun with Game Blaster CD 16. Complete 
with six CD-ROM game titles, a double¬ 
speed CD-ROM drive (photo CD com¬ 
patible), speakers, high-performance 
Suncom FX-2000 joystick, and the much 
acclaimed Sound Blaster 16 series 

The Hardware IIoix)dex 

Creative Labs 

1901 McCarthy Blvd. 

Milpitas, CA 95035 
(408) 428-6600 

Fax: (408) 428-6611 


Game Blaster CD 16 

by Creative Labs 




Distributed b 


Retail Price: 


sound card, this upgrade kit spells 
absolute coverage for any Sound Blaster 
compatible game. 

For those gamers unaware of the ben¬ 
efits of a Sound Blaster card, check out 
the technical aspects: 16-bit stereo or 
mono playback from 5KHz to 44KHz, 
20-voice OPL3 FM music synthesizer, 
microphone, stereo line-in and CD audio 
jacks, MPU-401 MIDI interface, and a 
joystick port. The CD-ROM drive Is fully 
MPC level 2 compliant. It has a 350ms 
access time, 300 KB/sec data transfer 
rate, is multi-session photo CD compati¬ 
ble, and has a built-in 64KB RAM buffer. 
In addition, the CD-ROM drive is of the 
front-loading tray type, so forget your 
worries about misplaced disk caddies. 
The flightstick is of typically high Sun¬ 
com quality: switchable fire buttons, auto 
fire switch, throttle control, suction cup 
base, and smooth-as-velvet ergonomic 
design. 

While it is unfortunate that this kit will 
not work with anything less than a 386, 
as far as I’ve been able to ascertain only 
hardworking hardware editors still have 
anything resembling a 286 lying around 
their house. Another requirement for this 
system is 4MB RAM, so stock up on the 
silicon If you haven’t already. 


As a general rule, sound cards that 
are advertised as “100% Sound 
Blaster compatible” aren’t. Sound! 
Blaster sound cards are the only! 
i ones that truly are 100%; other cards 
I are gen^tally in the 964a-99.9 per- 
^ cent jg^patibii,ity ranga^while that 
' mea^ ^Bljsn'tlrnjlfc t|/fret over, It 
1 doei make a aif^renc^^r some 
garni (anythln|/from^W5r ipund to 
I comnetl^lystem Ijcl^upi). This 
soundcard is CrteiveUv current 
low-pn^OJMfer, bbf4Ua^il a good 
I card for games; however, I think It’s I 
I price is a bit hefty for the market seg-| 
ment at which it is aiming. It’s a well-' 
I planned package, it offers goodi 
I sound, and Its bundled software is a| 
nice bonus. -Ted 

IN6TALLATI0N 

TIPS 

Difficulty 5 

Okay, first things first. If you already 
have a joystick port In your system, 
you’ll want to disable it if you want to use 
the joystick port on the Sound Blaster 
card. This is by no means rare with other 
sound cards; I’m simply mentioning it so 
you don’t get stressed when your sys¬ 
tem locks up due to an IRQ conflict. 

When you’re installing any CD-ROM 
drive , it’s best to connect the daisy 
cable (that flat gray cable) and audio 
cable to the drive first; simply feed the 
cables through the drive opening on the 
front of your computer before you slide 
the drive into place. As an incidental 
note to first-timers, there is a red stripe 
along one edge of any daisy cable you 
see; this stripe is always connected to 
pin #1 on the socket you’re connecting it 
to. Look at the jack on the sound card. 
Toward one end, you should see the 
number “1” printed on the board next to 
it. Do the same with the CD end of the 
cable. FAILURE TO CONNECT THE 
CABLE PROPERLY WILL RESULT IN A 
BLOWN SOUND CARD AND/OR HARD 
DRIVE! Once the drive is positioned, 
connect it to your power supply using 
any free standard power connector. 

Installing the software is easy, but you 
should have a good idea of what’s con¬ 
nected to your system before you assign 
IRQs and addresses. Generally, IRQ 5 
is a good bet since most people have 
nothing connected to their LPT2 port. If 
port address 220 gives your system 
problems, try 240, then 260. One of 
these should work. 
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CQR Hardware 


Unieash ihe pow« of 

YOUR SOUND CARD. 

A COMPANY WIIH IHE UNUIOLY NAME OF JAZZ HIPSIER 
HnS THE COMPUTBt SPEAKER MARKET. 


[m 


J-520AV 

by Jazz Hipster 


PC and compatibles 



Jazz Hipster has 
been manufacturing 
computer speakers for 
several years and dis¬ 
tributing them through 
the OEM market. The 
industry knows the 
name well; now it's 
time for the public to 
get to know them, too. 

The J-520AV is an 
input-amplified speaker 
system that carries a 
moderate price tag for 
the performance it delivers. Its low dis¬ 
tortion (0.05%) and frequency response 
range (50 to 20000 Hz) ensure that you 
hear exactly what game designers want 
you to hear. The speakers are magneti¬ 
cally shielded for crackle-free perfor¬ 
mance, and they carry separate volume. 



yEaMofUta • kistailitlofl • UMfuInns 

90 N/A 95 97 


If you own a cheap pair of computer 
speakers (like the kind generally bun 
died with sound cards) and have 
been looking to upgrade them, look 
no further. The J-520AV are very rea- 
sonable^A-pqce for tbfr-^^ormance 
given/l 4 w^b per/ch^el means 
that jmesfe sp^ksKS wjn never get 
loud wibiigH to P wrb yoDl^e xt-door 
neigtnors, and inrPi^|M; shield- 
ing havin^jt^n^ about 

statri dischan^ft destro^g your 
investmtWI fflr int^flartn^^ith your 
monitor). The case is attractive 
enough for the office if you like play¬ 
ing your games there. The only true 
downside is the rather poor location 
of the power switch and volume, 
bass and treble controls. -Ted 


bass, and treble controls. The power 
supply is built-in. 

The Hardware Rolodex 

Jazz Hipster 

1217 John Reed Court 
City of Industry, CA 91745 
(818) 336-2689 
Fax: (818) 336-2489 


Fughtsikk Pro's uthe 

BROTHER. 

Introduonc the Jeistkk from Of Products. 
Fuchtsttoc control at an affordable price. 


Novice computer pilots looking for 
quality performance at a low price will 
enjoy Jetstick’s realistic features. Jet- 
stick, CH Products’ low-end, jet-grip joy¬ 
stick, lets you take command of jet, heli¬ 
copter and racing games. 

Jetstick outperforms the competition. It 
provides greater durability, up to 100 
times more than competitive products. 
Tactile and audio feedback trigger and 
fire buttons give you quicker response, 
while ultra-precise elevator and aileron 
trim controls allow for better accuracy 


and more realism. 

A two-button joystick, Jetstick offers 
the same quality performance that com¬ 
puter gaming enthusiasts have come to 
expect from CH Products. 


EaMOfliM < 

• Inatillatton • 

UmIMwow 

• OunMRty 

85 

N/A 

84 

80 


^ Jetstick is definitely your basic two- 
5, button joystick; there are no frills 
included. While its retum-to-center is 
'f quick and its fire buttons feel like 
J they’ll last you a few years, it hasn’t 
$ got the^me solid f|gj^^^ay, the 
A P r^Thi^^Tonopay that 

C the jcAstick. It 

^ sim^ does ryAt vyttie dme fine 
i flighfcontrolItfthatmuchJaunted 

l^m^J^^ut that 
the JetMPf^ot intendIM replace 
jt or even surpass the Flightstick Pro; 

the Jetstick is intended for people 
^ whose idea of a flight sim is one built 
for the sheer pleasure of flying, not 
one designed to have flight charac- 
teristics that are accurate. -Ted 


Jetstick 

by CH Products 



Available for: 


PC ar)d compatibles. Mac 




The Hardware Rolodex 

CH Products 

970 Park Center Drive 
Vista, CA 92083 
(619) 598-2518 
Fax: (619) 598-2524 
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What's that auen doiiic 

M THE HEART OF ATIANTA? 

Ado oiAiiBiGE TO SmQiy 2000 with a set of ten 
DIFFB tENT DtSASTOS FROM MaXB. 


mishap in the middle of Silicon Valley; 
rioting In the nation’s capital; a massive 
nuclear meltdown in downtown Manhat¬ 
tan; flooding in Davenport, lA (just like 
last summer!); pollution in Chicago at 
the turn of the next century; firestorms 
destroying prime Malibu beachfront 
property; and a hurricane in Homestead, 
FL. 


You’ve played SimCity, naturally, and 
now you can get through any of the dif¬ 
ferent scenarios in a few minutes. So, 
when SimCity 2000 came out, you tried 
building a couple of towns yourself, then 
went through and solved all of the pre¬ 
made scenarios there as well. If this is 
the case and if you’re spoiling for a new 
challenge, the SimCity 2000 Scenarios 
Vol. 1: Great Disasters disk Is for you! 

Created to add more challenge to Sim¬ 
City, this disk of new disaster scenarios 
are provided to give you the ultimate 
SimCity 2000 challenge. You’ll have to 
fend off floods, battle pervasive pollu¬ 
tion, run for cover as hideous giant 
aliens attack and discover the best way 
to protect your school system when 
mother nature decides to grow a fash¬ 
ionable volcano on your prime down¬ 
town real estate. 

The scenarios are easy to use and 
install. Once you’ve copied them into 
your scenario directory or folder, simply 
start the game and choose to play a sce¬ 
nario. Your new challenges await you in 
the menu, so click on one and start fix¬ 
ing those problems! 

The scenarios included in Vol 1: Great 
Disasters are: a series of earthquakes 



Choose any of the ten new scenarios to see if 
you have what it takes! 


SimCity 2000 Scenarios 

by Maxis 


Requirements: 4MB RAM, SimCity 2000 





No. of Players: 


and fires in San Francisco; a UFO inva¬ 
sion in Atlanta; a volcanic eruption in 
Portland; a microwave power beam 


So if you are the best when It comes to 
city planning, see if you’re the best at 
city rescuing. These ten scenarios will 
keep you busy, at least until Maxis 
releases the next volume! 



File Speed Options Disasters Windows Newspaper 


Jul 2001 <Poniand>T 20 ,ooo 


Por1ViTT»5| 


Exi«n<MOMcrIpHon:Portl«Ki - In thefwtur*, a 
pravlowsig unicnown hoittad of volcanic aellvlty causos a 
volcano to orept in th* middio of Portland. Yo« muft pot 
owt tfw ffros, cloan up tha mass and ratoufld Portland to a 
otty population of 113,000 In 3 yaars to win iWs soonarlo. 


Portland! 


File Speed Options Disasters Windows Newspaper 


Jul 2001 <PofUand> 120,0 00 


Morhaon Brii 




Portland looked like such a nice place to live, that is until a volcano sprouted up in the middle of the 
downtown area! See if you can minimize the damage and get people to move back in! 
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Your first thitative steps 

INTO A WHOl£ NEW WORID. 

Waite Croup’s VR Bask offbis you a gumpse into 
THE future of COMPUTER GAMING. 


Virtual reality is one of the most com¬ 
monly heard phrases regarding comput¬ 
er software, particularly computer 
games. No one has really determined 
exactly what VR will be, but many have 
offered their opinions on the eventual 
place that games and software will get 
to. VR Basic is the Waite Group Press’ 
spin on virtual reality. More than just 


VR Basic 

by Waite Group Press 


Requirements 386/25 or 486. 640k RAM, 
DOS 5.0 or belter 



No. of Players: 


offering a glimpse, however, VR Basic is 
a powerful scripting language that 
enables you to create a virtual world and 
then walk or fly through It. 

The VR Basic scripting language con¬ 
tains 55 different statements and func¬ 
tions that allow you to make your world. 
To further assist you, the product also 
comes with a reference manual that 
gives some advice regarding the con¬ 
struction of virtual space. The language 
can render over 20,000 polygons per 
second and allows over 2,000 polygons 
per scene. 

Your world can be created more easily 
by using any combination of the dozens 
of pre-built objects like a working robot, 
a ferris wheel, a fractal landscape and a 
world of mazes. Once the world is creat¬ 


ed, don the enclosed 3-D stereo glasses 
to watch objects float through your 
screen in real time. 

Virtual reality may not be here yet, but 
with VR Basic from Waite Group Press, 
you can get a little bit closer to the way 
games are going to look in the near 
future. 



Here's your chance to get in on the hottest 
craze In computer game design! 


Prevent burn-m with heip 
FROM Jack and Charles. 

Accolade releases a pair of screen savos that ado 
A touch of class while protechng your monitor. 


There are a lot of screen savers out 
there, but most of them feature shape¬ 
less colored blobs that spin around or 
fade in and out. When you want some¬ 
thing tangible on your Windows screen, 
you need the Jack Nicklaus and Charles 
Barkley screen savers from Accolade. 

Both of these screen savers offer you 
a number of high-quality photographs of 


Jack Nicklaus/Charles Barkley 

by Accolade 


Requirements: Windows 3.1 or better. 




No. Of Players: 


Windows 3.1 or better. 
VGA. 4MB RAM 


and compatibles 


Accolade 



these two sports greats and some of the 
best moments of their careers. See 
Charles Barkley’s monster dunks and 
game winning shots as well as candid 
pictures of the basketball superstar off 
the court. See Jack Nicklaus at his best 
on the course and see his best as a top 
designer of golf courses. Or, install both 
on your system and mix and match pic¬ 
tures from both of the screen savers at 
the same 
time. 
Choose 
which pho¬ 
tos you 
want or pick 
a slide show 
of all of the 
different pic¬ 
tures. What¬ 
ever you 
chose, you 
can’t go 
wrong with 
these latest 
methods of 
protecting 
your pre- 

Charles Barkley wants you to protect your monitor the way Jack Nicklaus is protecting clous hard 
his latest golf trophy! Prevent burrHn and enjoy great sports scenes to boot. ware. 





mi! lilt 

AGCCXADC- 
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CLeArJ-y, ^omETH'nG H^s rtl r.- COw, 

AnD it Ain’t A PaIr^ 0F CqLd HAnE>s 


You got a village. 

pARms. Huts. KnicHTS. People to 

BOSS AROUHD. AhD A COW. 

LiFE is GOOD. But theh you get these visiTORS. 

They’re Fat. They drool, burp, ahd sdiell lIke ah 
OUTHOUSE. They corie in hordes, eatihg your 3d 

TEXTU RE-m APPED HUTS, TREES, WORlEn, CHiLDREH, ADD 
WORST OF ALL, YOUR COW. YoU TRY TO TRASH THERl 

WiTH YOUR SWORD, BUT iT aIh’T EASY, 
AHD THEiR GUTS GET ALL OVER YOU. 
LiFE STARTS TO SUCK. You’VE RlET 
’’The Horde”, Riy FRiEUD. An ORicinAL garie wiTH CD-QUALiTY LivE 
ACTiOn ViDEO, DiGiTiZED Riusic AHD DiSGUSTiUG EATiUG SOUHDS. AhD A 
CAST OF ACTORS WHO CAH ACTUALLY ACT; LiKE 
Kirk Carieroh add FTiiCHAEL Gregory. 

You BUiLD WALLS, Rl O A T S , AHD DEATH 







PiTS. AhD you HiRE AH ARCHER TO HELP FEHD THERl OFF. ACAin THE 


Horde attacks. You save the cow, but they eat your hut, your 








horjdt'^ ^ 








CORn CROP, AHD THAT GIRL HEXT DOOR YOU HAD YOUR EYE OH. 

now LiFE REALLY SUCKS. AhD IT Ain’T ABOUT 
TO GET AHY EASiER. ThE EVIl HORDLiUGS 
GROW BiGGER, FASTER, EVEH SHlARTER. 

(AhD you HAVEH’T EVEH FTlET THE EviL ChAHCELLOR YET.) 

Dear reader, we pray you’re the sort who learhs 
Q uiCKLY. 'Cause this stuff’s 

HAPPEninG on 32 BiTS. EnjOY, IHY FRiEUD. Ahd good luck. 


IBM* PC 

PC-CD 

& 3 DO 


CRYSTAL DYNAMICS' 


mMPCgUBCMYemthowivC^yMalDyniUDuittmJTbeHafdcanOMkniMiiofOyKalDyiMiiikA STO.tlKlIXDIaio* wa inMTKtivc Mullipby«r an tndaii»ksc^TI« SDOCooponr. IBM tet fcsiMmd trwictHrkoflnuniMtMul 


















Snoopy Heips Make 
Learning FunI 

Tm CARTOON CREATIONS OF CHARLES SOftlin COME 

TO UFE M Windows m an innovative game. 



Among the best loved characters ever 
created are those of Charles Schultz’s 
Peanuts comic strip. The antics of the 
lovable loser Charlie Brown and his bea¬ 
gle Snoopy as well as all of their friends 
have long delighted adults and children 
in the daily newspaper, in books and on 
television. Now your kids can capture 
some of the magic of the Peanuts char¬ 
acters with any PC capable of running 
Windows! 

Image Smith’s Yearn 2 Learn Snoopy 
offers five different sections of games for 
kids to help them learn a number of dif¬ 
ferent subjects and skills. Math, word, 
music and reading games of various dif¬ 
ficulty and style are presented along with 
a facemaking utility that teaches creativi¬ 
ty skills. 




Music and reading games are just two of the 
possible activities in Yearn 2 Learn Snoopy. 


Yearn 2 Learn Snoopy 


by Image Smith 




Kids often have trouble with mathe¬ 
matics, so Yearn 2 Learn Snoopy con¬ 
tains three different math games that 
teach addition, multiplication, subtraction 
and division skills in easy-to-understand 
word problems reinforced with pictures. 
There is also a two-player game that 
allows each player to compete at his or 
her skill level. 

Especially for pre- and early readers, 
this product teaches letter recognition 
and word recognition with Spelling Ace. 
Taking the role of Snoopy as the Flying 
Ace, kids catch flying letters to spell 
basic vocabulary words. Once word 
skills have been mastered, kids can 
tackle the reading game. Talking 
Peanuts cartoons are filled with hot 
spots that reward the player with humor¬ 
ous sounds and animations. Kids can 


As you play, Snoopy himself will keep you posted 
on how well you are doing at each task. 

listen to the text as each word in the car¬ 
toon is spoken. 

Music skills can also be learned by 
connecting different pieces of music 
together to make a huge number of pos¬ 
sible melodies. 

Finally, creative skills can be learned 
with Face Maker. Create a number of 
strange and funny faces by using the 
pre-drawn face parts or by creating your 
own. The only limits are those of your 
child’s imagination as he or she devel¬ 
ops a desire to learn with Snoopy and 
the rest of the Peanuts gang and Image 
Smith. 



Make faces with the pre-designed parts or those 
of your own imagining. 



OVERVIEV" 


LEVEL 


If there are 100 cookies to share with 10 friends, 
then how many cookies does each friend get? 

Typ* in th» number from tho keyboard and press ENTER 
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Check our some reaily 

ENDANOERED CREAIURES. . . 

ExnNcnoNt The Last <iame They Evn Piayed from 
IDP OFFERS Windows users a Jurassk iark. 


No one really knows what happened to 
the dinosaurs, but theories of why they 
became extinct abound. But for millions 
of years, the dinosaurs held sway on the 
Earth. You can explore the mysteries of 
their life and disappearance with Extinc¬ 
tion: The Last Game They Ever Played 
from IDP Software. 


As you progress through prehistory, 
the number of predators and dangers 
increases. Lightning reflexes will be 
required to keep your thunder lizards 
alive. No dinosaur made it out of the 
Cretaceous period alive, but with careful 
planning and a little bit of luck, your 
herds just might! 




Use the gene pool to increase your number of 
dinosaur herds. 









yWANNOSAURUf (T^Rix) 
TTRANT UZARD 


Interesting facts about dinosaurs and a ''Did You 
Know” game are inciuded with Extinction. 

For those more interested in the 
dinosaurs themselves. Extinction comes 
with a detailed database of facts and fig¬ 
ures about these long-gone creatures. 
Compare the body mass/brain mass 
ratio between dinosaurs and humans or 
see how fast they ran. Learn the theo¬ 
ries about why the dinosaurs vanished 
as well as a glossary of paleontology 
terms. Extinction also includes a copy of 
The Age of Dinosaurs by dinosaur 
expert David Noll. Experience a real-life 
dinosaur farm in Windows with Extinc¬ 
tion from IDP Software. 


Extinction is a game that requires both 
good luck and good strategy to be suc¬ 
cessful. You create your own herds of 
herbivorous dinosaurs, then release 
them out into the world In the Triassic, 
Jurassic and Cretaceous periods. Terri¬ 
ble calamities like predators, disease, 
volcanic eruptions and drought can kill 
off their population. As you guide them 
through their world, you must avoid the 
ever present dangers and try to have 
your herds survive as long as they can. 


Extinction 

by IDP Software 
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Computer Confidential 


Will 1HE COMPUTER OAME 
BOOM CONTINUE? 

As CARTRIDGE SALES SLOW, CAN WE EXPEQ THE 
COMPUTBL MARKET SHARE TO INCREASE? 


(When company presidents need 
analysis of hot trends and future possi¬ 
bilities, one of the names on speed dial 
is “Amie Katz.’* Writer, lecturer, designer, 
consultant and, now, assistant publisher 
and editor of Electronic Games, Amie 
gives readers of Computer Game 
Review an insider’s look at the world of 
electronic gaming. This month, Mr. Inter¬ 
active Entertainment analyzes today’s 
most exciting industry trend.) 

The whispers are making the rounds. 
You hear the same assessment when¬ 
ever gaming executives compare notes: 
Cartridge sales are slowing down, and 
computer entertainment is on the rise. 
Computer entertainment veterans have 
heard this siren song many times in the 
past, yet they want to believe. They want 
to see their faith in computer gaming 
translate into mass market popularity for 
these products. No one wants to jinx 
things by shouting “software boom!” but 
the industry is quietly regaining lost con¬ 
fidence in home leisure computing. 

Have they sized up the situation cor¬ 
rectly? Yes and no. 

Sales trends are unmistakably positive 
in the computer software category. Flop¬ 
py disk sales are significantly ahead of 
year-ago levels, and multimedia funware 
volume has soared in the last 12 
months. Titles like 7th Guest, Day of the 
Tentacle, and Return to Zork are selling 
huge numbers—perhaps as much as 
one million units at solid retail prices. 

It is also true that video game sales 
have faltered during second-quarter 
1994. Negative stories are cropping up 
in the media, and even the street fighting 
game craze looks like it has passed its 
peak. 

That all sounds good, but there’s a 
danger of getting carried away, of seeing 
what we compu-players want to see. 
This Is good news, but not a taste revo¬ 
lution. 

It’s wrong to read slackening video 
game sales as a repudiation of cartridge 


games. The type of interactive contest 
commonly identified with video gaming 
is not losing out to the multi-layered sim¬ 
ulations so loved by CGR readers. 

Simple and colorful action games will 
always have an audience. And that audi¬ 
ence will always be larger than the one 
for braingames. Arcade action contests 
are intrinsically easier to learn and play 
than games which make heavy mental 
demands on players. 

In non-electronic gaming, to cite a rel¬ 
evant example, family-social board 
games sales are an order of magnitude 
higher than for hexgrid war games. 
There are 10 people ready to play 
Monopoly for every person who’ll make 
the commitment involved in Avalon Hill’s 
Third Reich. That doesn’t mean easy 
games are better than challenging ones, 
but it guarantees that they will always 
appeal to more people. 

Don’t lose any sleep over that fact. 
We don’t play computer games because 
they are the most popular. We love them 
because they give the grey cells a stimu¬ 
lating workout that satisfies something 
deep within us. 

Current weaker video game sales 
don’t even signify a basic decline of 
interest In the cartridge concept. The 16- 
bit consoles, the Genesis and SNES, 
have done well. The two rivals have 
combined sales of more than 15 million 
units in this country. Look for a fourth- 
quarter upswing that could still make 
1994 the best video gaming year since 
the Nintendo Entertainment System 
broke through in the late 1980s. 

Media hype for 32- and 64-Bit sys¬ 
tems, including Atari’s Jaguar, Sega’s 
Genesis upgrade and Saturn, and Nin¬ 
tendo’s Project Reality, is the single 
biggest problem for the 16-Blt machines. 
The next-generation cartridge systems 
raise consumer expectations and also 
convince some prospective buyers to 
hold their money instead of spending it 
on a console that could soon become 


yesterday’s news. I confidently predict 
that sales will turn upward again once 
the hardware situation clarifies. 

That doesn’t mean computer enter¬ 
tainment can’t expand at the same time. 
Computer software sales grew dramati¬ 
cally In the 1978-82 period, the same 
years video games went through the 
roof. 

A sustained computer entertainment 
software boom Is not only likely, but in 
my opinion, is a sure bet. My only warn¬ 
ing is that it might not be everything we’d 
ail wish. 

The most important fact about this 
new boom is that most of the steam 
comes from multimedia, not the conven¬ 
tional floppy disk segment. Floppy disk 
games are doing well, though the budget 
priced market is under pressure at retail. 

There are now approximately five mil¬ 
lion CD-ROM drives installed in the Unit¬ 
ed States. That’s a good market by any 
standards, but It’s still one-third as large 
as the video gaming audience. 

The gap may be closing. If expansion 
continues at the current rate, we’ll soon 
be talking about a computer multimedia 
audience that rivals the video game mar¬ 
ket in size and exceeds It In spending 
power. 

CD-ROM has benefitted from con¬ 
sumers’ lukewarm attitude to other multi- 
media machines. TTI has gone away, 
taking the TG-16 CD with It. The Sega 
CD hasn’t become a dominating factor 
and Nintendo’s Project Reality is In a 
muddle. Philips is still trying to get CD-I 
on track, and even It is now supporting 
CD-ROM. Finally, the 3DO hasn’t yet 
caught on with shoppers. 

Meanwhile, computer multimedia 
technology is getting stronger. Manu¬ 
facturers are shipping double- and triple¬ 
speed CD-ROM drives which address 
the slow access time. Also worth noting 
is the popularity of Macintosh CD. Enter¬ 
tainment products have always been 
scarce for the Mac, but It looks like CD 
has ushered in a new era of Macintosh 
entertainment. PC is still the main show, 
but now there’s a good second market 
supporting the Apple system. 

So, yes, there is an computer enter¬ 
tainment software boom. My next col¬ 
umn will detail where I think this tidal 
wave is going to take us in the next two 
years. See you all next issue! 

- Arnie Katz 
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Only one fleet will be left afloat in this thrilling 
masterpiece from QQP. Experience the grueling 
campaigns, the agony of defeat and the exhilaration 
of VICTORY!!! Develop cultural resources and 
manage the growth of your population. Allocate 
natural resources to build missile sites, radar 
stations, shipbuilding facilities and SUPERSHIPS. 

It is up to you to destroy your nemesis... 
or end up in Davy Jones’ Locker. 


MODEM PLAY (A QQP Hallmark) 

City Economics-Cultural and Industrial aspects 
Campaign Play 
Player History 

A wide selection of ship types 
Random Maps-unlimited variation 
A truly challenging Al 

Battles Include: Falkland Campaign, Battle of 
Northcape, The Bismark-Tirpitz Connection, 
Surigao Straight, Yamamoto’s Trap, etc. 

Plus some “What if” Battles 
A tactician’s and strategist’s delight!!! 


“The Grandest Fleet” computer game is 
for IBM PC. It can be obtained through 
your favorite retailer or call: 

1-908-788-2799 
or by writing to: 

QQP-495 Highway 202 
Remington, NJ 08822 

Copyright 1994 Q.Q.P. All rights reserved. 
IBM is a trademark of international 
Business Machines. 










Datelines Fandom 


A PRIMER FOR mOSE NEW 
TO FANZINES. . . 

What makes eleoronk camino fanoom what it is 

AND HOW TO CET INVOLVED. 


Writing this column month after 
month, it is easy to forget that a dynamic 
and successful publication like CGR— 
make that check payable to “Amie Katz," 
Mr. Editor—is constantly gaining new 
readers, it is possible, even likely, that 
many of those readers aren’t aware of 
the glories of electronic gaming fandom. 
So before we get to this month’s 
fanzines, let’s briefly review the basics. 

Electronic gaming fandom is a loosely 
knit association of enthusiasts (fans), 
which began to take its current form only 
about four years ago. The chief fan 
activity (fanac) is the production of ama¬ 
teur periodicals (fanzines) about elec¬ 
tronic games. They are not done to 
make money, but rather to communicate 
about a common interest to other 
fanzine fans around the country and the 
world. Fanzines, often issued on an 
irregular schedule, are published by 
people who like to air their opinions and 
hear those of others with a similar inter¬ 
est in cyber-play. 

Fanzines vary in content according to 
the whims of the editor. Some are devot¬ 
ed to a single platform, while others are 
more eclectic. Reviews, history articles, 
personal opinion columns, and humor 
are popular in fanzines. 

The easiest way to get started is to 
send for one or more of the fanzines 
mentioned in this column. Remember 
that this is a spare time thing for every¬ 
one, so don’t be too alarmed if they don’t 
fill your request as promptly as a profes¬ 
sional magazine. Most electronic gaming 
fanzines are available for a small sub¬ 
scription fee, which seldom covers more 
than postage, if even that much, but the 
preferred response Is a letter of com¬ 
ment (LoC) or a contribution of written or 
drawn material. 

Dystopia #5 

Edited by Dennis Crowley 
6 Hill St., Medway. MA 02053 
Frequent, $1 per Issue, 12 pages 
The editor has discovered profanity. 
I’m sure that thrills you as much as it 


excites him. Dennis goes to great 
lengths, in an editorial decrying the 
sneering putdowns in other fanzines, to 
give that expanded vocabulary a big 
work out. Big deal. You can find every 
fault he condemns in others right in the 
pages of his own fanzine. 

That’s too bad, because Dystopia 
could be a powerful insurgent voice if 
only its editor would get off this ego trip. 
The reviews are low on content, but rich 
in opinion. The letter column could flour¬ 
ish if Dennis let others express their 
views, too. 

In Between the Lines #4 
Edited by Sean Pettibone 
2406 Red Maple Ct., Troy, Ml 48098 
Bimonthly, $1 per issue, 12 pages 
The humor is a little muted this time 
around, but Sean’s fanzine is still clever, 
well-written, and highly enjoyable. It’s 
the little touches of Pure Pettibone, like 
the microscopic slogans found in odd 
comers of pages, that keep In Between 
the Lines irreverent and fresh. 

Tops in #4 is the inten/iew with Virgin 
Games' Tommy Tallarico. I’m not overly 
fond of the question-and-answer format 
for printed interviews, but it does have 
the overwhelming virtue of letting the 
reader see lengthy comments by one of 
the stars of game sound. The long letter 
column, the no-holds-barred fanzine 
reviews, and the review section and MJ 
Lesnick’s humorous “What If?" columns 
are all good pieces, too. 

Like all good fanzines. In Between 
the Lines is still evolving. It’s already 
good, but it seems destined to reach 
even greater heights as Sean turns raw 
writing/editing talent into skill. I like It 
very much, and you will too If you try a 
sample. 

The Laser #7 
Edited by Michael Palisano 
2 Rock Ridge Dr., NonAralk, CT 06854 
Bimonthly, $2 per Issue, 24 pages 
This fanzine shows that a strong per¬ 
sonality doesn’t necessary mean a nasty 


one. Michael shines forth on every page, 
whether he’s talking about his long hard 
winter or reminiscing about ColecoVI- 
sion. Yet he maintains a pleasant stance 
throughout, obviously more interested in 
discussing the games and trends rather 
than descending to cheap personal 
attacks. 

The Laser’s first annish (anniversary 
Issue) Incorporates many text and 
graphics improvements. His “Voice Mod¬ 
ule" is particularly engrossing and gives 
real insight into the person behind the 
fanzine. The graphics are futuristic and 
innovative, though lightening up the 
pages might improve readability. 

Michael Palisano flirted with quitting 
fandom recently. His enthusiasm is 
back, and The Laser is once more a 
fanzine on the rise. Get on the bandwag¬ 
on and send for the next one. 

Paradox #15 

Edited by Chris Johnston, Jason Whit¬ 
man, Tim Johnson & Justin Schuh 
316 E. 11th Ave., 

Naperville, IL 60563-2708 
Monthly, $1 per issue, 12 pages 
Although this is a small issue, the fab 
four are In great form. They serve up a 
tasty mix of opinion columns, reviews, 
and material about fandom itself. It also 
boasts one of the best letter columns in 
electronic gaming fandom. 

Jason Whitman leads off with a short, 
but Intelligent editorial. He touches on 
several subjects, including praise for fel¬ 
low fan Noah Dziobecki, an update on 
the embattled Gaming Enthusiasts of 
America, and a plea for tempering free 
speech with responsibility. Other high¬ 
lights Include, but are not limited to: 
Jason’s account of a visit to Bernle’s 
Diehard Games Club in Arlington 
Heights, IL, and Chris’ interview with 
fanzine editor Rich Wiggstone. 

Paradox has Its ups and down from 
month to month, but the overall quality is 
exemplary. The 15th issue gets my top 
recommendation of the month. 

Attention fanzine editors: If you’d 
like your fanzine reviewed in this col¬ 
umn, send it to: Arnie Katz, 330 S. 
Decatur, Suite 152, Las Vegas, NV 
89107. I read and save every zine 
sent, and I’ll try to describe as many 
of them as possible each month. 
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chcnge! As o suMcriber youjll 
have access toinformatiorrso 


SUBSCRIBE TO EGM! 


SUBSCRIBE TO EClVt 

RHO RECEIVE 12 INCREDIBLE ISSUES & Q-LETTER! 


Each big full-color issue of EGM is 
packed with In-Your-Face information 
and exclusive coverage of the hottest 
video game action you can find. 

EGM is the only mag loaded with 
special pull-out strategy guides, killer 
maps and super secrets that will send 
your scores soaring! 

You find all this and more only in the 
Biggest and Best video game maga¬ 
zine! Be the first to get every action- 
packed page delivered to your door by 
subscribing today! 








I IEXCLUSIVE 
^nSHTliye 6AMES 


before wifh a subscription to EGM!, 
Bound-in with ydur specidt copy J 


BECOME A VIDEO GAME V.I.P. 

& GET 12 ISSUES OP EGM A Q-LETTER! 

Get 12 issues of EGM plus ChLetter for the special reduced price of $24.95! 
Send payment to: EGM, P.O. Box 7524, Red Oak, lA 51591-0524 


provocative it can't even get into 
EGM! OnlyJ^uartermannrcan 
deliver this kind of info./ncludina 








Name_ 

Address. 
City_ 


State _ZIP_ 

_Payment Enclosed 

Credit Card Orders: 

_VISA MC 

Card No._ 

Exp. Date_ 

Signature _ 


Bill Me 


For Foster Service, Coll Toll-Free: 

1-800-004-2880 

Make chock or monoy order peyablo lo Sendai PubUstwig Group. Inc. Canada and Mexico add SlO.OO. AM foreign subecnpOons via 
air mal only S100.00 Any/aM chacka or money orders must be payable in U.S. londs, and must be (kaien on an American bonk. 
(American Express money order, Ottiank money order, or any other type o( check or money order mat would go through a U.S 
branch bank.) All foreign orders must be prepaid Please alow 6-6 weeks for your (kst Issue. ■ i^^r- 
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OllCAGOt MY KIND OF 

operahno system. 

Mkrosoft ceis serious about Windows Oikaco 

AND THE OAMES THAT IT CAN PlAY. 


The lead story this month concerns the 
new plans that everyone’s favorite com¬ 
puter megacorporation, Microsoft, has 
for the “Chicago” version of Windows. 
The intention is that this new version of 
Windows is going to be very game 
friendly. Now, I realize there are a lot of 
people thinking “I’ll believe it when I see 
it," but this could be the real thing. At the 
Computer Game Developers Confer¬ 
ence in Santa Clara, Microsoft 
announced that it will deliver a new soft¬ 
ware library and other tools to make 
creating 32-Bit games with fat graphics 
for existing and future versions of Win¬ 
dows. Again, I can hear you saying 
“Yeah, yeah, sure, sure.” But listen to 
this—Id Software guru Jay Wilbur com¬ 
mented that using the new tools to port 
Doom on Windows was done In a cou¬ 
ple of days and “Boy did it look good!” 
Thanks to this, the Id guys are planning 
a Windows version of Doom to be 
released by Christmas. 

In other news, Intel and Duracell have 
joined their powerful forces to announce 
the availability of two “smart battery” 
specifications. With these specs for the 
Smart Battery Data (SBD) and the Sys¬ 
tem Management Bus (SMBus), 
portable PC users can expect lower bat¬ 
tery costs, more reliable battery-level 
information and the ability to adapt to the 
latest battery technology. Of course. I’ve 
always wondered why anyone would 
want a portable In the first place... 

Aztech Labs knows when they have a 
good thing going and when that good 
thing needs to be improved. Thus we 
are excited to mention the company’s 
recent revealing of the Voyager and 
Asteroid mutlimedia upgrade kits. Both 
of these kits feature a 16-Bit sound card, 
Aztech’s double speed CD-ROM drive 
and a bunch of CD-ROM software. The 
Voyager has an MSRP of $399 and 
comes with, among other things, 
Comanche Maximum Overkill, Indiana 
Jones and the Fate of Atlantis and 
Wired for Sound PRO. Asteroid is tai¬ 
lored more for the beginner and includes 
four CD-ROM titles including Day of the 
Tentacle. 

Everyone who has been in dire need 


of hints on Imagitec Design’s Daemon- 
sgate will be happy to note that our 
good pal Piglet has been stationed in 
sunny, wonderful Houston to establish a 
tech support and hint line. The number 
for hints is (713) 580-2148. Technical 
support’s number is toll free: 1-800-438- 
3566, which spells ID-TEKNO (as well 
as 1-800 GET-ELMO). According to 
Piglet, the tech support line is needed, 
since he was recently besieged with the 
problem of one (obviously) novice 
gamer, who, since the Daemonsgate 
install instructions never told him to eject 
his disks, managed to wedge three flop¬ 
pies into his B drive. Sounds like a per¬ 
sonal problem. 

Almost as funny, but much more seri¬ 
ous, the word has come from the Inter¬ 
net that a piece of alleged shareware 
called CD-IT is really a dangerous virus. 
This piece of software has apparently 
suckered a lot of people in by claiming 
that it is a utility that can turn a standard 
CD-ROM drive into a rewritable drive. 
This is impossible, folks, so don’t get 
taken. This program will do all sorts of 
nasty things to your system, like crash 
the system, remain in memory and cor¬ 
rupt important files. It’s also transparent 
to traditional virus checkers. AVOID, 
AVOID, AVOID! 

On a more positive note on the bulletin 
board front. Galacticomm has 
announced the integration of Chatlink 
into its Entertainment Collection add¬ 
on for the Major BBS. This connects 
hundreds of systems worldwide, provid¬ 
ing a service similar to GEnie or Delphi. 
Chatlink is effectively a teleconference 
on the computer. Be sure to watch your 
phone bill! 

Domark’s Flight Simulator Tool Kit 
will get a boost in a couple of weeks with 
the release of its first add-on package. 
This new disk of objects and airplanes 
will feature aircraft and more from the 
World War II era. Sounds like that was 
one of the only things missing from FST 
In the first place. Good call, Domark. 

For those who can’t get enough share¬ 
ware, a recent CD-ROM product coming 
soon called 101 Only the Best Games 
#1 from Tech Express Software featur¬ 


ing shareware and demo versions of 
popular games is coming soon. It’s also 
laden with humorous miscues in game 
names. Our personal favorites are 
Batrayle at Krondor, Wolfenstein 3-D 
and the unforgettable Porker Slot. 

Time Warner Interactive, who has 
recently picked up several new partners, 
has jut signed on software company 
Tsunami. This deal includes taking over 
the distribution of Tsunami’s six previous 
titles as well as the distribution on their 
next science fiction banger, Return to 
Ringworld. Look for this game around 
summer. 

Activision has just signed on Peter 
Lenkov to develop and write a new 
interactive game series for various sys¬ 
tems including the PC. While the name 
may not be familiar at first, Lenkov is at 
least partially responsible for the writing 
on last year’s movie Demolition Man. 
According to the folks at Activision, the 
new series is being designed with the 
possibility of becoming a movie or televi¬ 
sion series in addition to being a game. 
It’s not everyday we see this sort of 
reverse licensing in the PC game field. 

Speaking of new signings, it’s just 
come off the hopper that Interplay has 
inked a deal with Steve Jackson 
Games. The licensing agreement is for 
a computer version of SJG’s Generic 
Universal Role-Playing System (or 
GURPS for you non-RPG’ers). Interplay 
has also signed on Informative Graph¬ 
ics, the makers of Auto Insight, PC 
Insight, and Body Insight. The deal 
makes Interplay the distributor of these 
titles in all of their versions Including CD 
and enhanced CD-ROM. 

In all the world, there probably is not a 
company that is as widely known to bud¬ 
ding young artistic talent as Crayola. 
Recently Micrografx and Binney & 
Smith told of the development of two 
new edutainment products that will be 
focused on creativity. Both Crayola 
Amazing Art Adventure and Crayola 
Art Studio provide kids with ways to 
express themselves on the computer. 
They sound like fun. 

Suncom, better known for joystick and 
other hardware manufacture, is entering 
the software market. The company has 
recently signed an agreement with 
Gremlin, who once had a licensing 
agreement with Konami. Now, all of 
those Gremlin games from Europe will 
appear here with a Suncom label. 

That covers this end of the computer 
universe for this month. Tune in again in 
thirty days to hear the latest and great¬ 
est news and views from inside the 
industry and out. 
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CHIPS & BITS 

PO BOX 234 DEPT 10070 ROCHESTER. VT 05767 

FREE GAME OFFER 

Call 800-699-4263 Fax 802-767-3382 
Int’l 802-767-3033 Source 10070 



‘BIOFORGE’ After breaking free of a security cel, you er^ 
the ruins of an ancient cMItzation. A hostile alien is on the 
prowl & you must bring an emergency situation to get under 
oontrot. 30 synthetic actors & rertdered backgroi^ids. $48 



‘LORDS OF MIDNIGHT’ Luxor, the ruler of MidnighL was 
taken prisorier by Boroth the Wbilheart Rescue the ruler arxi 
twelve prisoners. Has 30 landscape, almanac of characters, 
and a point & dck interface to move around. $48 




•7th GUEST: 11th 
HOUR’ Sequel to 
7th Guest except 
the stakes are 
higher, the puzzles 
more clever and 
the return visit 
even more unset¬ 
tling. Solve 
puzzles and inves¬ 
tigate clues that 
take you through 
Stauf’s haunted 
house with movie- 
like plot twists, 
special effects 
and music sound¬ 
track. CO $54 



•INHERIT THE 
EARTH’ A fantasy 
adventure that will 
introduce players 
to a new world of 
breath taking 
scenery and ex¬ 
citement ...Earth. 
Accompany Rtf the 
fox as he attempts 
to uncover the 
mystery surround¬ 
ing an ancient hu¬ 
man artifact. Fea¬ 
tures intuitive in¬ 
terface, puzzles 
and overhead per¬ 
spective. $45 


IBM HARDWARE 


Acoustic Resfch Part 622 $239 
AdLib Sound Card $34 

Advanced Gravis Ullrsnd $129 
Altec ACS 200 Speakers $209 
Altec ACS 300 Spw Sub $299 
Altec ACS SO Speakers $79 
CH Weapons Control Sys $44 
Cyberman $70 

Rghter Slick $79 

Right Stick $35 

Right Stick Pro $57 

Gravis Anolog Pro Joystick $34 
Gravis PC Game Pad $19 
Jet Stick $24 

Labtec CS-800 Speakers $30 
Labtec CS-900 Speakers $63 
Labtec CS-1000 Speakers $75 
Labtec CS-1200 Speakers $84 
Labtec CS-1400 Speakers $89 
Media Cncpt Sblastr Cion $39 
NEC3XE MSp Ex CD Drv $599 
NEC3XI MSp Int CO Driv $499 
Notebook Gameport $42 
Pilot Control Stand $19 
Pro Audio Spectrum 16 $139 
Pro Audio Spectm 16 Bas$104 
Reel Magic CD Upgd $599 
Reel Magic Video Upgrd $385 
Sound Blaster 16 Basic $129 
Sound Blaster Deluxe $79 
Srxj Biastr Discov CD 16 $315 
Snd Blaster Powrd Spkrs $25 
Sound Blaster Pro Deluxe $89 
SBlastr Vid Spigot WIN $199 
Sound Galaxy BX2 WSp $49 
SGixy NXPRO 16 Mmdia $299 
SGIxy NXPRO Mmdia KH $249 
Sound Machine Pro 16 $139 

Sound Man Wave $195 
Thrustmaster Driving Sys $114 
Thrustmaster FCS Pro $99 
Thrustmst FCS Pro UProm$19 
Thrustnrtaster FLC Systm $125 
Thrustmaster Game Card $26 
Thrustmaster Rudder Sys $99 
Thrustmstr WCS Mark 2 $94 

Thrustmstr WCS2 UPROM$19 
Voiceblaster Bundle $44 


IBM ADVENTURE 


7th Guest 2:11th Hour CO $54 
Alien Legacy $42 

Alone in the Dark 2 $34 

Beneath a Steel Sky CO $39 
Biolorge $48 

Blake Stone $42 

Bloodnet CD $43 

Buccaneers CD $48 

Chaos Continuum CD $44 


IBM ADVENTURE 


Companions of Xanth CO 

$36 

Conspiracy CD 

$39 

Corridor 7 

$36 

Daemonsgate or CD 

$32 

Dark Seed 2 

$42 

Day of the Tentacle 

$35 

Death Gate CD 

$35 

Doom CO 

$48 

Oracula Unleashed CD 

$47 

Dragon Knight 3 or CD 

$46 

Dune CD 

$49 

Escape Dead Zone CO 

$48 

Evolution or CO 

$39 

Flashback 

$32 

Fred P. Frontr Pharmcist 2 

$44 

Freelancer 2120 or CO 

$42 

Gabriel Knight 

$39 

Gateway Coilectn 1&2 CO 

$36 

Hand of Fate CO 

$39 

Harvester CD 

$46 

Hell Cab CO 

$49 

Hired Guns 

$36 

Hook 

$32 

Horde CD 

$49 

In Extremes 

$42 

Indy Jones Ft Atlantis CD 

$42 

Inherit the Earth or CO 

$45 

Innocent Until Caught 

$34 

Iron Helix CD 

$56 

Isle of the Dead 

$34 

Jagged Alliance 

$48 

Jonny Quest 

$26 

Journeyman Project 2 CD 

$52 

King’s Quest 6 CO 

$39 

King’s Quest Anthology CD$39 

King’s Ransom CD 

$38 

Kronoiog: Nazi Paradox 

$36 

Labyrinth ol Time CD 

$48 

Leather Goddesses 2 

$39 

Legend of Kyrandia or CD 

$32 

Loom CD 

$39 

LunicusCO 

$42 

Man Enough CO 

$39 

Microcosm CO 

$49 

Morph Man CD 

$29 

MystCD 

$48 

No Mouth & 1 Must Screm 

$44 

NoctropoHs CD 

$52 

Out of this World 

$36 

Phantasmagoria CO 

$59 

Police Quest 4 or CO 

$39 

Prince of Persia 2 

$42 

Quantum Gate WIN CD 

$45 

Quest tor Glory 4 or CD 

$39 

Red Shift CO 

$47 

Return of the Phantom 

$34 

Return to Zork or CO 

$44 

Robineon's Requiem or CD$42 

Shadow Caster CD 

$45 

Shadow of Comet CO 

$47 

Space Quest Anthoigy CD $39 


IBM ADVENTURE 


Star Trek 25 Anniver CO 

$54 

Star Trek: Star Rt Acad CD$52 

Suprhero Leage of Hobokn$34 

System Shock CD 

$52 

Terror of the Deep or CO 

$36 

The Dig 

$40 

Treasure Hunters. Inc CD 

$48 

Tuneland CD 

$36 

UFO; Enemy Unknow CD 

$48 

Ultimate Domain CD 

$44 

Under a KWIng Moon CO 

$55 

Zombie Dino CD 

$48 

Zorro 

$39 

1 IBM ROLE PLAYING | 


All Character Editors $16 
ADO Collectors Edition 3 $19 
Access Super Bundle $34 
Al-Oadim CD $49 

Arena: Elder Scrolls $44 
Challenge of 5 Realms $39 
Cobra Mission $34 

Cyber Space CD $38 

Dark Sun CO $49 

Darklands Master Ed wbk $51 
Disciples of Steel $35 

Dragon Tales CO $38 

Dur^eon Hack $38 

Eye of the Behokter 3 $42 

Forgotten Castle CD $55 
Hero’s of M & M or CD $45 
Intrplay's 10th Yr AnthI CD $48 
Lands of Lore CO $41 

Lord of the Rings 1&2 $38 

Lord of the Rings CO $45 

Lords of Midnight CD $55 

Might & Magic 5 $36 

Pirates Gold $39 

Ravenloft CD $52 

Realms of Arkania $36 

Red Crystal $21 

Riftvirar Legacy CD $25 

Rome Pathway to Power $29 
Skyrealms of Jorune CO $50 
Star Trek Dp Space 9 CO $52 
Startrek Next Genertn CO $56 
StonekeepCD $48 

Sword of China $42 

Syndicate CD $42 

Ultima 7 Forge of Virtue $16 
Ultima 7 Series CD $42 
Ultima 7.5 Part 2 Silver Sd $20 
Ultima 8: Pagan $48 

Ultima 8 CO (w/speech pk) $47 
Ultima 8; Speech Pack $17 
Ultima Urworld 1 & 2 CD $59 
Uncharted Waters $42 

Wing Comm2UUwr1dCO$34 
World of Xeen CO $40 


IBM SIMULATIONS 


AH-64 B Longbow $54 

Aces Over Europe or CD $39 
Aces of the Deep $39 

Aces of the Pacific CD $39 
Across the Rhine $48 

Air Combat Pacific 1942 $48 

Battlecruiser 3000 $45 

Chopper Pack CO $40 

DeHa V $42 

Evasive Action $34 

Eye of the Storm Rt Sim $29 
FA 18 Hornet or CD $54 
Falcon 3.0 $46 

Falcon Gold CD $49 

Fleet Defender F14 Tomct $48 
Right Sim Toolkit CD $54 
Great Naval Battles CD $52 
Great Naval Battles 2 $44 

Harrier Assault SVGA CD $44 
Inferno or CD $39 

Jet Pack CO $44 

Jump Jet $39 

Life and Death 2 $24 

Maxim Overkill Bundle CO $59 
Machwanior 2 or CO $46 
Megarace CD $39 

Metal Tech: Battiedrome $29 
Mig 29 Gold CD $52 

Microsoft Right Sim 5.0 $46 

MS Flight Sim Right Shop $32 
Nomad CD $39 

Pacific Strike $49 

Privateer CD $56 

Privateer Special Op lor 2 $22 
Red Bam A10 Tnk Kiilr CO $34 
Sea Wolf CD $52 

Secret of Dinosaurs CD $44 
Semper R $44 

Serf City: Life is Feudal $39 
Shuttle CD $24 

Space Racers CO $44 

Spectre VR CO $45 

Star Fleet Acadamy CD $45 
Starlord $39 

Storm Troop CD $54 

Strike Commander CD $55 
Sub War 2050 $35 

TFX CD $45 

Task Force Admirals Pack $45 
Team Yankee 2 CD $29 
Theme Park CD $48 

Tie Rghter Mis Disk 1or2 $24 
Tornado CO $42 

Tower $42 

Train Engineer $29 

U-Boat 2 $36 

Voice Commander Bundle $18 
Wild Blue Yonder CO $49 
Wing Armada $54 

Wing Commander 3 $52 

Wing Commander 3 CD $54 


IBM SIMULATIONS 


Wmg Commander Acadm 
Wings of Glory 

Wolf Pack CD 

World Grcuit CO 

X-Wing 

Zephyr 

1 $25 
$49 
$33 
$34 
$42 
$45 

IBM STRATEGY 

A Train W Constmctn Set 

$36 

Advanced Civilization 

$35 

Aide de Camp 

$49 

Amtic Baron or CO 

$29 

Battle Isle 2 CO 

$45 

Buzz Aldrin Race Spec CO $54 

Caesar 

$34 

Campaign 2 

$36 

Carriers at War 2 

$39 

Castles 2 CD 

$49 

Civilization WIN 

$48 

Command artd Conquer 

$42 

Cybergo 

$39 

D-Day: Opertn Overlrd CO $26 

Darklegions 

$42 

Detroit 

$39 

Domirkion: One King’s Life $41 

Empire Deluxe 

$34 

Empire Dtx Mastr Edftn CO $45 

Fantasy Empires 

$39 

Fantasy Frefdom CD 

$48 

Reids of Glory 

$38 

Rfth Fleet 

$42 

Genghis Khan 2 

$34 

Gettysburg: Turning Point 

$24 

Gettysbrg Intr Batt WIN C0$42 

Global Domination 

$34 

Grandest Fleet 

$36 

Great Naval Batt Admirf Pk $49 

Hannibal 

$32 

Harpoon Challenger Pak 

$24 

Hollywood Mogul 

$39 

Humans CD 

$28 

Incredible Machines 2 CD 

1 $29 

Kingdoms of QerrTuny 

$36 

Kingmaker 

$34 

Koshan Conspiracy CO 

$48 

Lemmings W Datadlsk CO $45 

Lords of the Realm 

$39 

Lost Admiral 2 

$39 

Master of Orion 

$39 

Merchant Prince 

$39 

New World Order 

$38 

Nobunaga's Ambrtn lor 2 

$37 

Operation Europe 

$42 

Outpost Mission Disk CD 

$19 

Patrician CD 

$36 

Pax Imperia 

$42 

Perfect General 2 

$36 

Perfect General Sc 2 20th 

1 $24 

Populous 2 Challenge 

$19 


IBM STRATEGY 


Protostar CO 

$39 

Railroad Tycoon 2 

$39 

Red Ghost 

$39 

Romance 3 Kgdm 2or3 ea $39 
Rules of Engagmt 2 Cp Ok $19 

Sid Meir’s Civil War 

$58 

Srege With Exp Disk 

$19 

Sim Ant CD 

$47 

Sim City CD 

$47 

Sim City 2000 

$39 

Sim City 2000 Grt Disastr 

$14 

Sim City 2000 CD 

$45 

Sim Earth CD 

$47 

Sim Earth DOS or WIN 

$29 

Space Hulk CD 

$42 

Star Control 2 

$39 

Stronghold CD 

$36 

Task Force 1942 

$36 

Tegel’s Mercenaries 2 

$44 

Tttonderoga 

$46 

Tigers on the Prowl 

$42 

Walls of Rome 

$39 

Warlords 2 Scenario Editr 

$29 

When Two Worlds War 

$34 

IBM TRADITIONAL 

Battle Chess CD 

$45 

Chessmnc 5 Biln &1 CO 

$34 

Classics 

$32 

Coffee Break CoMecfn CO 

$29 

Game-Maker Ver 2.0 

$49 

Go Master Olx V 5 WIN 53 $79 

Hong Kong Mah Jong Pro 

$32 

Hoyle’s Book Games V3 

$29 

Lucky’s Casino Adventure 

$38 

Omar Sharif Bridg DIx CD 

$46 

Russian Six Pack 

$26 

Solitaires Journey 2 

$36 

Star Wars Chess CD 

$44 

Video Cube CO 

$45 

Videogame Solution CD 

$29 

Zig-Zag 

$29 

FREE GAME OFFER | 


Spend $60 on any In stock 
software and choose a free IBM 
game from the list below. Offer 
subject to change or cancellation 
without notice. Valid from May 
1st through Jun 31st or while 
supplies last. 

Artura, Sound Star, Airborne 
Ranger, Gunship. SOI. Wheel of 
Fortune 1 or 2 5.25, Obliterator, 
3 in 1 Players Pack. Video Poker 
VIHa Crespo. Punisher 5.25 

CGR694 




































QaA WITH THE CAME DOCTOR 


What's ray traonc and 

HOW DOES it work? 

Puis» OUR VERY OWN MKRO-MEOK CETS DOWN AND 
OIRIY ABOUT LEARNINC THOSE FORBQN lANCUAGES. 


Greetings, crew. We’ve got a couple 
of very Interesting questions this time 
out that are likely to consume most of 
our space. One reader requests a primer 
on the latest in graphics technology, 
while another offers a stinging Indict¬ 
ment of the American education system. 
So let’s get on with it... 

Q; Okay, you’ve explained all about 
bit-mapping and polygon graphics, now 
tell me about texture mapping. What 
exactly is this and how does it work? 
Also, what is ray-tracing and can you 
name a game that makes use of both of 
these technologies? 

Todd Aurbach 
New Orleans, LA 

A: All right, Todd, well try and keep 
this simple so we both know what I’m 
talking about. Texture mapping is a 
process whereby the graphic designer 
first creates a polygon-based skeleton, 
and then texture maps a surface onto 
that polygon. Consider the buildings 
seen in Origin’s Strike Commander, for 
example. These gleaming, realistic look¬ 
ing structures were created by first draw¬ 
ing the building’s frame. Next, a texture 
map of the surface of the building was 
created, complete with highlights, reflec¬ 
tions, etc. Finally, the texture map is lit¬ 
erally wrapped around the skeletal 
framework, much as one might gift wrap 
a birthday present. 

Another excellent example of texture 
mapping in the cartridge arena can be 
found in Atari’s Trevor McFur in the 
Crescent Galaxy for the Jaguar. The 
game offers a spectacular variety of tex¬ 
ture mapped asteroids and other space 
debris. 

Ray tracing is a technology that, at its 
highest level, involves constructing a 
model of, for example, an aircraft. This 
model is then literally traced by lasers 
which determine how the object looks 
from every angle, how it reflects light, 
etc. These days, however, there are ray 
tracing programs which can do pretty 


much the same thing without all the 
lasers. A good example of a ray-traced 
object is the Apache combat helicopter 
in Electronic Art’s Desert Strike. 

Q: I’m a sophomore In high school 
with an interest In computers. I mostly 
play video games now, but several of my 
friends have computers and I have been 
experimenting with them and find they 
are fascinating. As a result of my Inter¬ 
est, I decided to take an introduction to 
computers class at my school. What a 
mistake! The teacher has us moving tur¬ 
tles or something around a screen to 
draw lines and we are learning BASIC 
but I still don’t feel I’m learning anything 
about how to use a computer and what I 
should get? Is my teacher right when he 
says that I have to learn this program¬ 
ming stuff before I can really understand 
how to use my computer? If you were 
me, what would you tell my teacher? 

Name Withheld 

A: If what you say is true, I would 
have to agree that your teacher is 
indeed fishing the wrong end of the 
creek in teaching programming —no 
matter how simplified —in a course 
which is supposed to form an introduc¬ 
tion to computers. And Turtle Draw?! I 
haven’t seen that used in ten years, and 
it’s been almost that long since anyone 
mentioned BASIC. 

The point is this: if you were taking an 
Introduction to Media course, would they 
teach you how to build a television —or 
fix them? When you take driver’s ed, 
you’re taught to drive a car, not work on 
an assembly line in Michigan putting 
them together. 

In any introductory course, it is impor¬ 
tant that the students comprehend the 
underlying theory behind the subject 
being taught. But it is far more important 
that students are taught to use their 
computers. They should be taught about 
RAM and ROM; about hard drives and 
floppies: the differences among various 
computers and operating systems; 


understanding the most important types 
of software, such as the database, 
spreadsheet, etc. 

The vast majority of drivers cannot 
design or build a car; most music fans 
aren’t especially well versed in music 
theory —nor do they need to be; and the 
vast majority of computer users will 
never write a single program as long as 
they live. 

Therefore, if I could give your teacher 
some simple advice, it would be to con¬ 
centrate on teaching his students how to 
use the computer, rather than wasting 
time on antique programming lan¬ 
guages. Save that for the Introduction to 
Computer Programming course. 

Q&A Quickies: And speaking of com¬ 
puter education, according to a report 
published recently by the SPA, there are 
fewer than four and a half million com¬ 
puters installed In schools and school 
districts. If you’d like a breakdown by 
system, the ‘93 Computer Industry 
Almanac reported that the number of 
non-antique systems is much lower: 
755,170 MS-DOS and just under two 
million Apples. The rest are Com¬ 
modores, TIs, Ataris, and other long-out¬ 
moded machines. 

When you realize that almost every 
child in school today will have to have 
some working computer knowledge to 
function In the High Tech Future, these 
numbers are just appalling. 

Finally, several readers have asked a 
question that I thought I had already 
answered, but since I can’t locate It in 
either CGR or EG. we’ll do it again. To 
my knowledge, the first computer game 
to use “animated” digitized graphics was 
MicroLeague WWF Wrestling (MLSA) 
which was programmed by Mike Riedel 
of RSP, Inc. The game used a series of 
still images taken from actual WWF 
video footage, which were then run as a 
sort of animated slide show, with each 
move taking up to seven frames. The 
game was designed by Subway Soft¬ 
ware, but the innovation of using actual 
digitized images was Riedel’s, and the 
game was first released in the mid-80s. 

And that wraps It up for this install¬ 
ment. Remember to send those Qs, 
comments, etc. to: The Game Doctor 
(CGR), 330 S. Decatur, Suite 152, Las 
Vegas, NV 89107. 

Aloha! 
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Defensl 


The F-14 Tomcat Simulation! 

It’s all up to you! The skies are swarming with bandits. 
Only you stand between the threat and your carrier 
battle group. 

Lock on your radar and launch the Navy’s advanced 
weapons to destroy the most sophisticated enemy 
targets ever developed for a MicroProse simulation. 
Roll, turn, climb, and dive to out-maneuver enemy 
aircraft using an artificial intelligence developed right 
out of Soviet and Third World military doctrine. 


A computer-controlled wingman responds 
to your every command. And, you’ll 
interact with strike packages that Include 
F/A-18 Hornets, A-6 Intruders, A-7 Corsairs 
and E-2C Hawkeye AWACS. 


Featuring the latest In 3-D terrain technology 
derived from digitized information taken from 
LANDSAT geological surveys, you’ll pilot your 
F-14 through actual locations. 


Fleet Defender from MicroProse. We brought you 
the F-15 Strike Eagle, now try the F-14 Tomcat 
featuring the most authentically modeled F-14 
systems available anywhere outside of the Navy. 



ENTERTAINMENT • SOFTWARE 

© 1993 MicroProse Software. Inc. ALL RIGHTS RESERVED. 
For IBM-PC/CompatIbles. 


r-1 

I To get our free catotog. col 1 -M)0 I79-PIAY Mor^.-frt.. 8:30 am 5:00 pm EST | 
I or fill out the coupon and mailt to: MicroProse Software, lr>c.. • 

I 180 Lokefront Drive • Dept. DIO • Hunt Vaiey. MD 21030-2245 | 

I Name:_ | 

I Address:_ | 

I City;_ stote: Zlo:_ • 













What will happen when 

WORLDS COLLIDE? 

Real soence and state-of-ihe^art caminc 

TECHNOLOOY MESH M THE LATEST SPACE BUILDER, SlERRA 

On4jne’s Ouifost. 


Outer space is a big place. There’s 
generally millions, or at least hundreds 
of thousands of miles between non-man- 
made objects in space. However, 
objects in space collide more frequently 
than we might be comfortable with. 
Meteors enter the Earth’s atmosphere 
every day, and the pock-marked surface 
of the moon Is evidence of the number 
of times our sole natural satellite has 
come in contact with other bodies. It is 
theorized by many that the dinosaurs 
were wiped out by the repercussions of 
a meteor striking the Earth. 

It’s also been the premise of several of 
Hollywood’s science fiction movies, 
notably Meteor and When Worlds Col¬ 
lide. It’s also the premise of Sierra On- 
Line’s latest floppy and CD-ROM game. 
Outpost. 



Outpost 

by Sierra On-Line 


Game Summary 

As the Earth continues into ecolog¬ 
ical decline, space ships are sent 
throughout the galaxy to find a suit¬ 
able place to restart humanity. You 
must locate the right planet and do 
whatever it takes to survive or the 
human race will be wiped out. Take 
care you don’t get any weird infec¬ 
tions. 


1 —_ 

Requirements; 

386/25 or better. Mouse. 

4 Mea RAM. Windows 

Sound Support: 

Most major sound cards 

Available for: 

PC and compatibles 

Designed by: 

Sierra On-Line 

Distributed by: 

Sierra On-Line 

1 Retail Price; S69.95 | 

Theme 

Builder 

Release Date 

June. ‘94 





A meteor is headed directly on a colli¬ 
sion course with Earth. While much of 
the populace panics, cooler heads 
devise several different plans. The first 
concerns a mission that should be 
undertaken should all else fail. You have 
four probes that can be launched out 
into the galaxy In the hopes that you can 
find a planet close enough to Earth in 
size, distance from the sun and atmos¬ 
phere. It’s a good idea to send the 
probes in the same general direction, 
since you only have a limited amount of 
fuel. Planning here is critical, since you 
aren’t going to be able to return for any¬ 
thing you forgot. You have limited space, 
and while it is tempting to bring back up 
supplies of everything, there are some 
items that won’t be able to make the trip. 
You have to choose between various 
satellites and probes, seeding facilities 
that help prepare the planet for your 
arrival and more. You need a lot more 
than you can take with you. Like we 
said, you have to plan carefully. 

While the preparations are being made 
for the launch of the colony ship, other 
plans are being devised to destroy the 
meteor before it impacts the planet. In 
spite of the success in the simulations, 
in the actual plan it merely split the 
meteor into two pieces, each of them on 




the same collision course. They Impact 
one after the other, and Earth as we 
know it ceases to exist. 

You, long since launched and fueled 
around the moons of Jupiter, are In slow 
sleep and unaware of the problems back 
home. All you know when you awaken is 
that there has been no contact with the 
Earth and that you are now orbiting a 
planet that, while it shares many charac¬ 
teristics with the world of your birth, is far 
more hostile, far more powerful and far 
more frightening than anything you have 
ever encountered. 

In orbit, you plan to make your descent 
onto this new world. Before going down, 
send out probes to check on the atmos¬ 
phere, weather and to determine the 
characteristics of the sun. What you face 
now are conditions so terrible they make 
the Sahara look like Club Med. Blistering 
temperatures, 300 mile per hour wind¬ 
storms and meteor showers (of a smaller 
variety) will plague you. 

Use technologies based on hard sci¬ 
ence to research robots and build new 
facilities housed underground and away 
from the deadly elements. Genetic 
research will lead you to methods for 
preventing plagues as well as new food 
sources that can survive on your new 
home or that can be grown hydroponl- 
cally underground. 

As is the case with any human 
endeavor, some of your colonists may 
decide that they know how things ought 
to be run better than you do. Should this 
happen, they will break away and form 
their own rebellious colonies elsewhere 
on the planet. Now, as if the planet itself 
weren’t trouble enough, you’ve got to 
compete with your former shipmates for 
food, water and even air. 
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Outpost has been created by Bruce 
Balfour, a former NASA employee. Bal¬ 
four drew on his time at NASA to devel¬ 
op the future technologies in Outpost. All 
of the the science in the game is based 
on current NASA research on planetary 
science, robotics, terraforming and inter¬ 
stellar spacecraft design. Balfour was 
assisted by programmer Greg Tomko- 
Pavia, who once was a member of the 
Galileo Navigation Team and the Jet 
Propulsion Laboratory. Tomko-Pavia 
provided assistance in the form of orbital 
calculations, relativistic effects and 
spacecraft design. Using the expertise of 
these two designers. Outpost has been 
designed to be as realistic as possible 
with current Information. 

Before working on Outpost, Balfour 
helped design the second game in the 
Laura Bow series, the Dagger of Amon 
Ra. He has also worked on some com¬ 
puter game classics, including Battle 
Chess and Wasteland, both produced by 
Interplay. 

While at NASA, Balfour was a systems 
manager at the Ames Research Center, 
which enabled him to work on a number 
of different projects for the Space Sci¬ 
ences Division. Among those projects 
were artificial intelligence applications 
with regard to future space probes, eval¬ 



uating proposed space stations and an 
infrared shuttle imaging experiment 
operated from NASA’s flying observato¬ 
ry. Because of this experience, Balfour 
had a lot of detailed studies regarding 
colonies proposed for Mars, lunar 
colonies, orbital laboratories, robot facili¬ 
ties, terraforming operations, and artifi¬ 
cially intelligent computers. Ail of this 
and more have been used in the cre¬ 
ation of Outpost. 

Outpost will be released on both CD- 
ROM and floppy disk. With the CD-ROM 
version, a number of impressive anima¬ 
tion sequences have been created to 
make full use of the Autodesk 3-D Stu¬ 
dio rendering software used in the cre¬ 
ation of this game. These sequences 



took a lot of time to create, but give the 
game a photo-realistic look. The CD ver¬ 
sion will also contain digitized voices 
and a dramatic musical score. As many 
of these amenities are going to be kept 
in the disk-based version as possible. 
The CD-ROM version will be released In 
early June, with the floppy version com¬ 
ing out hopefully in the same month. 

Those who think that Outpost may be 
a little more than daunting may be sur¬ 
prised to learn that the game will be very 
easy to play. Our brief glimpse with the 
game showed us a very simple interface 
that was easy to operate even without a 
manual. Of course, the highly technical 
nature of the game precludes accurate 
testing without getting to the nitty-gritty, 
and it’s impossible to do that without 
reading through the documentation 
(which, as of the time of this writing, is 
unavailable), but what we could get to, 
we were impressed with. 

Outpost promises to be one of the most 
exciting games of 1994. Additionally, it 
should do more than just provide a satis¬ 
fying experience. Based as it is on actu¬ 
al data. Outpost will teach as it enter¬ 
tains. Remember, you are Earth’s last 
hope, and every day you survive Is a vic¬ 
tory. 
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THE BEST COMIC MAC 
JUST COT BETTER"! 



WAMMBE 
IN COMICS? 


TOY FAIR 
EXCtUSIVB 


PUNISHER V 
MEETS- ^ 
mm M 


CHESTER 

BROWN! 



ULLUISi’ea'i'liB 


YOU DEMANDED IT! YOU COT IT! 

Now you con receive the hottest new comics magazine at your front 
door! If you want the latest info on all the hot comics, artists, writers, 
insider news, trading cards, movies, action figures, and the best price 
guide in comics, then HERO is the magazine for you! Plus: 

• Original full-size comics, like Bone and Extreme! 

• Incredible contests like our Exclusive Scratch-Off Cards that coi/Id 
net you tons of valuable prizes! ' 

• Groundbreaking premiums that set HERO apart from the rest of 

the pack! ^ . 

Finally a way to catch the exclusive reviews, pictures and previews of 
upcoming comics each and every month. Don’t miss a single Issue, 
because if you didn’t read it in HERO ILLUSTRATED - you didn’t read it at all! 
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iNfERSreilAR WAR LEAVES 
HUMANITY our M THE COLD 
OF OUTER SPAal 

An auen menace turns out to be the real thiim. 

Now A SMALL COLONY HOLDS MANKIND'S ONLY HOPE 
TO DISCOVn THE AUOI ljE<iACY FROM DYNAMK. 


Human history in the first half of the 
21st Century was pretty much the same 
as what came before it. Technology 
increased and played an ever increasing 
role In people’s lives, corporations and 
people fought over the dwindling supply 
of natural resources. Countries all over 
the globe launched colonization mis¬ 
sions into outer space, both to hunt for 
important resources and to provide living 
space for their Increasingly crowded 
populations. As is the case on Earth, the 
humans in space spent much of their 
time bickering with each other rather 
than preparing for the eventual war for 
survival. 

In 2043, human history changed forev- 



Alien Legacy 

by Dynamix 

Game Summary 

Earth enters a war with an alien 
race that, for whatever reason, Is 
intent on destroying us. While one 
group of ships heads off to the alien 
homeworld, you lead an expedition 
to colonize far-off worlds in the hope 
that the human race will live on even 
if the Earth/Alpha Centuri war proves 
unwinnable. 


Requirements; 

VGA. 4MB RAM. Mouse 

Sound Support: 

Most major sound cards 

Available for. 

PC and compatibles 

Designed by; 

Dynamix 

Distnbuted by: 

Dynamix 



Theme 

Colony Simulation 

Release Date 

2nd Quarter. '94 



er. What was thought to be a recently 
discovered comet turned out to be an 
alien probe. The United States rerouted 
a ship to intercept the probe. 

As the two ships neared, the U.S. ship 
attempted hailing repeatedly. Suddenly, 
the alien ship opened fire on the 
unarmed American vessel, destroying it 
Instantly. 

Thus began the war that forced 
humanity into a cooperative effort of sur¬ 
vival. The new-found peace and brother¬ 
hood caused a rash of invention and 
innovation. Eventually, the United 
Nations launched a ship designed to 
attack the alien homeworld. In the mean¬ 
time, colony ships have been dispatched 
to Earth-like worlds in the hope that 
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should Earth be destroyed, Mankind 
would yet live on. In 2119, the UNS 
Calypso was launched toward Beta 
Caeli, the furthest out of any colony, and 
thus the one with the most potential for 
sun/ival. In 2135. the UNS Tantalus was 
also sent to Beta Caeli. With innovations 
in engine design, the Tantalus was 
scheduled to reach Beta Caeli 21 years 
before the Calypso. 

You were chosen to go on the Calyp¬ 
so, and thus you’ve spent the better part 
of the last number of years in suspended 
animation. You’ve just been awakened 
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near Beta Caeli. There is no sign of the 
Tantalus or of any colonies it should 
have founded. Still, you’ve got a mission 
to take care of. 

Allen Legacy opens up a new genre of 
game play from Dynamix. Faced with 
the harsh realities of species survival, 
you must make the hard decisions about 
where to start colonies and what to do to 
survive. Out in the depths of space, cut 
off from humanity, if there Is any human¬ 
ity left In the galaxy, you can only 
assume that you are the last surviving 
members of the human race. The deci¬ 
sions you make and the way you react 
to events will determine whether or not 
we survive the genocidal alien war! 
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Previews 

Is 1HIS WHAT BUSINESS 
PEOPLE MEAN WHEN THEY 
TALK ABOUT BIDDING WARS? 

New World Compuhno offers Zephyr, an action 

GAME THAT GIVES A NEW MEANING TO THE TERM HOSTILE 
TAKEOVBt. 



In the future, Humankind will conquer 
the stars and will rule an interstellar 
empire that extends from one end of the 
galaxy to the other. As the Earth rules, 
so do the people on the diverse planets 
in the empire vie for control. The eco¬ 
nomic might of megacorporations, huge 
omninational conglomerates of incredi¬ 
ble wealth and power, battle for domi¬ 
nance of each world In the galactic 
empire. 

While the battles take place on many 
levels, the majority of them occur In and 
around the Zephyrs, state-of-the-art hov- 
ertanks driven by various combatants on 
the Interplanetary Battle Circuit. These 
futuristic mercenaries fight wars in gladi- 


■ IN.' 


atorial arenas where the stakes are 
world domination on any of more than a 
dozen planets. 

Players take the role of one of these 
Zephyr pilots in this arcade tank simula¬ 
tion. Play alone to learn the basics. For 
an added challenge, take on the com¬ 
puter. For the ultimate test of skill and 
strength, you can play up to five other 
opponents over a network or modem. 

Zephyr features 
full-screen 3-D ren¬ 
dered tank combat 
with graphics that 
include hundreds of 
rendered objects. 

Players of all skill 
levels will find a 
challenge here, as 
Zephyr comes with a 
strong Al that allows 
it to present the best 
challenge it can no 
matter what level of 
play is selected. 

You won’t get 
bored looking at the 
same scenery over 


and over, because Zephyr contains thir¬ 
ty-six different alien landscapes on 
which to play hide-and-seek with the 
enemy force of hovertanks. Also, Zephyr 
has a complete soundtrack and dozens 
of digitized sound effects to round out 
the gaming experience. 

If you want a game that will let you 
blow off some steam by blowing up 
some bad guys or If you want to get lost 
In a story as well as have some arcade 
action, look for Zephyr. 



Zephyr 

by New World Computing 

Game Summary 

According to New World Comput¬ 
ing. in the future, business decisions 
will be made by armed tanks at 
twenty paces. Pilot a high-tech hov¬ 
ercraft through a number of land¬ 
scapes so that your megacorpora¬ 
tion comes out on top in vying for 
control of several planets in a galac¬ 
tic empire. 


Requirements: 

VGA, 4MB RAM, Mouse 

Sound Support: 

Most major sound cards 

Available for; 

PC and compatibles 

Designed by. 


Distributed by; 

New World Computing | 

Retail Price; 


Theme 


Release Dale 

2nd Quarter. '94 
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Inhbut ihe Earihi The 
Incredible Journey 
1HIS isn’t. 

New World Compuhno takes a shot at an 

ORIGINAL AND ENTERTAINING ADVBI1URE GAME WHH IIS 
LATEST EFFORT. 


Excerpt from The Book of Hancis; 

“We see the sky, we see the land, we 
see the water, and we wonder-are we 
the only ones? Long before we came to 
exist, the Humans ruled the Earth. They 
made marvelous things, and moved 
whole mountains. They knew the secret 
of Flight, the secret of Happiness, and 
other secrets beyond our imagining. 

The Humans also knew the secret of 
Life, and they used it to give us The 
Four Great Gifts-thinking minds, feeling 
hearts, speaking mouths and reaching 
hands. 

We are their children. 


They taught us how to use our hands, 
and how to speak. They showed us the 



Inherit the Earth 

by New World Computing 

Game Summary 

Inherit the Earth is an animated 
interactive adventure for the whole 
family. Special features include full 
screen animation and interactive dia¬ 
logues combined with enough mys¬ 
tery. danger and plot twists for hours 
of fascinating game play. Carries a 
General Audience rating due to its 
nonviolent nature. 


Requirements; 

286, 4MB RAM. Mouse. 
VGA. DOS 5.0 

Sound Support: 

Most major sound cards 

Avadable for; 

PC and compatibles 

Designed by; 


Distnbuted by; 

Mill MIIMlIiITf 



1 Theme Adventure | 

1 Release Date 

May. '94 I 


joy of using our minds. They loved us, 
and, when we were ready, they surely 
would have given us the secret of Happi¬ 
ness. 

Now, we see the sky, we see the land, 
we see the water that we are heir to, and 
we wonder-why did 
they leave? 

Do they live still, and 
whence? In the stars? 

In the depths of the 
ocean? In the wind? We 
wonder-was their fate 
good, or evil... 

...and will we share 
the same fate one day?" 

This is the premise 
which begins the game 
Inherit the Earth. 

Humans have uplifted 
the animals to sen¬ 
tience, and now are gone from the 
Earth. The technologies left behind have 
aided the animals in their quest for self. 
But now one of the Human artifacts has 
been stolen... 

You must guide Rif, a young fox, 
through his quest to find the Orb of 
Storms, a powerful device that can pre¬ 
dict the weather. Rif has been accused 
of stealing the Orb; now he must find the 
Orb in order to be reunited with his life’s 
love, who has been taken captive to 



ensure his successful return. Joining Rif 
on his journey are some unlikely travel 
companions: Eeah the Elk, proud and 
vain, right-hand man to his commander 
Lieutenant of the Woods, and Okk the 
Boar, whose failing on guard duty has 
placed him in this most shameful and 
distasteful task. 

In trying to prove Rifs innocence, play¬ 


ers will interact with scores of charac¬ 
ters, solve dozens of puzzles, and 
explore over a hundred screens of 
indoor and outdoor terrain. Surprising 
plot twists, mystery and danger will keep 
even seasoned players on the edge of 
their seat. A General Audience rating 
plus an easy-to use Interface make this 
nonviolent game perfect for the whole 
family. The introductory sequence is per¬ 
fect viewing for younger children, as (at 
the time of this writing) it is over ten min¬ 
utes long and very entertaining. 
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COMPUTER 

CAME REVIEW 

and CD-ROM Entertainment 

THE ONLY SOURCE FOR COMPUTER 
AND CD-ROM GAMING! 


What makes CCR different? 

• Honest reviews from three 
experienced gamers who 
tell it like it is! 

• Previews of the newest 
titles from around the 
country and around the 
world! 

• Game maps that show you 
the entire game at a 
glance! 

• Plus tips, strategies and 
much, much MORE! 


ec« CNtCKS OVT TNf lATftf TMNM IN PUX2U MO SnaTfCV CAMCS 

COMPUTER 
CAME REVIEW 



Check out COMPUTER 
GAME REVIEW, the 

leading magazine for com¬ 
puter and CD-ROM gaming! 
No matter what computer or 
CD-ROM system you own, 
CGR covers it all in full 
color from beginning to 
end! 

COMPUTER GAME 
REVIEW gives you the 
latest news and information 
on the best role-playing, 
strategy, sports, simulation 
and action software avail¬ 
able. Each issue is packed 
with previews, multi-person 
reviews, inside information, 
maps and strategies! You 
get it all! 


DON'T MISS OUT ON 
THIS SPECIAL OFFER! 


YES! I WANT TO SUBSCRIBE TO 


COMPUTER CAME REVIEW! 

Please send me 12 issues for the low price of JUST $23.95 • 
a savings of OVER 50%off the newsstand price! 

Send iMiyment to: Computer Gome Review, PO Box 1462, Lombard, IL 60148-9621 

Name_ 

Address_ 

City_ 

State_Zip_ 

_Payment Enclosed _Bill Me 

Credit Card Orders:_Visa _MC 

Card Number_ 

Exp. Date_ 

Signature_ 

For Faster Service, Call: 

708 - 268-2498 

Pteose allow 6-8 weeks for yoer first issee to arrive. Enclose U.S. Funds Only. All foreijin 
orders must be prepoid. Canada A Mexico add $6.00 per year. Foreign $89.95 per year. HCGF 
















COR PREVIEWS 


The Nameless One holds 

YOUR coos M OtEOC. 

A MYSIKAL LAND B DYING AT THE HANDS OF A WIZARD 
WI1H NO SBISE OF HONOR. YOUR PARTY IS ALL 1HAT 
STANDS M HIS WAY. 


The wizard who became known as 
The Nameless One was filled with a 
reckless ambition as well as dangerous 
paranoia. So jealous was he that he 
guarded even the knowledge of his 
name. While every other great wizard of 
the land pledged their allegiance to one 
of the four gods who held sway over the 
four houses of the magical wheel, The 
Nameless One felt he was above that. 

Rather than cooperate, this wizard tin¬ 
kered with the fringes of the magical veil, 
the stuff of reality. While other magicians 
felt this was courting disaster. The 
Nameless One took no counsel, save 
his own. He created his own system of 
magic, and with it began demanding the 
tribute fit only for the gods. 

The people appealed to the other wiz¬ 
ards. As The Nameless One worked to 



Hexx: Heresy of the Wizard 



harm and demoralize the people, the 
other wizards of Earth, Chaos, Night and 
Dragon would do what they could to 
minimize the damage. 

The Nameless One worked on a spell 
of prediction, that, to his chagrin, 
showed his eventual defeat at the hands 
of the Council of Wizards. Not willing to 
submit to this without a fight, he began 
creating chains of spells that grew to 
concern the four gods. Each god went to 
investigate the disturbance, and one by 
one they were banished from the realm. 
The other magicians are now held pow¬ 
erless and the Nameless One rules 
supremely in the land. 

This is where your party comes in. 
Drawn from the assembled ranks of Wiz¬ 
ards, Rangers, Warriors and Assassins, 
you have been chosen to scour the dark 
recesses of the world to locate the four 



Talismans that, reportedly, could be 
used to return the souls of the gods to 
this plane. Once found, these Talismans 
would allow the gods to destroy the 
Nameless One and restore the realm. 

Hexx: Heresy of the Wizard is a new 
first-person perspective role-playing 
game from Psygnosis. You lead your 
party of four adventurers on their quest 
to discover the means to free their lands 
of its current plight. 

On your journey, you will encounter 
terrible creatures who wish you dead, 
either because The Nameless One has 
commanded so or because they're just 
hungry and you’re convenient. Before 
setting forth, you will choose your party 
of characters, choosing one of four from 
each of four different character classes. 
With this group of people, their talents 
as diverse as their mindset is similar, 
you must discover the four Talismans or 
die trying. 
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by Psygnosis 

Game Summary 

A wizard known only as The 
Nameless One has imprisoned your 
gods and Is destroying your world as 
you know it. You must venture forth 
to stop his reign of terror. Hexx is set 
in a first-person, three-dimensional 
world filled with monsters to kill and 
treasures to find. Watch out for the 
creepy crawlies. 


Requiremenis; 

640K, 4MB RAM. VGA 

Sound Support: 

Most major sound cards 

Available for; 

PC and compatibles 


Psygnosis 

Distributed by; 

Psygnosis 

Retail Price: 

_$49.95 

Theme 


Release Date 

2nd Quarter. ‘94 
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E.T. PHONED HOME AND 
INVII^ JUST A FEW OF 
FRIENDS OVER FOR A PARTT. 

Just because you're xenophobk doesn't mean that 

HOSnif AUENS ARBf'T SCOUHNO EARTH M ORDER TO 
CONCHIER AND ENSUVE ITS PEOPLES. 



The sightings were few at first, and 
people scoffed at those who claimed to 
have seen UFOs. Then the sightings 
began to increase. Soon, there were few 
who could say that they hadn’t seen 
strange lights in the sky. Earth was 
being visited, and often. The visitors left 
bloody trails in their wake as abductions 
and mutilations became more and more 
common. The nations of the world came 
to the conclusion that something must 
be done, something that would tran¬ 
scend petty politics and national bound¬ 
aries. Thus was XCOM (Extraterrestrial 
Combat unit) born. 

As head of XCOM, you’ll personally 
oversee the disposition of your multina- 



UFO: Enemy Unknown 

by MicroProse 

Game Summary 

Operate a multi-national military 
force to defend the Earth from hos¬ 
tile alien invasion. Build up troop 
strength to investigate alien sightings 
while employing scientists and engi¬ 
neers to invent and deploy new tech¬ 
nologies. Move troops in turn-based 
man-to-man combat with the alien 
presence. Save the earth or else. 


Requirements: VGA. 4MB RAM. Mouse 


Sound Support; Most major sound cards 


PC and compatibles 



tional funds. Hire dedicated soldiers to 
repel the enemy attack man-to-alien. 
Prepare laboratories for teams of scien¬ 
tists to invent new technologies as well 
as to study the strange artifacts that your 
soldiers will bring back. 

You’ll start small, with only one base. 
Here you’ll construct and/or house the 
implements of battle, from tanks and jet 
fighters to your loyal personnel. Eventu¬ 
ally, you’ll house alien prisoners here as 
well. When the UFO alert is sounded, 
assault teams In supersonic transports 
will investigate, backed up by airborne 
fighters ready to shoot the alien craft 
down if necessary. 

Combat occurs in 
a 3-D multi-level 
turn-based environ¬ 
ment. Each soldier is 
given a certain num¬ 
ber of action points 
to use during his or 
her turn. They’ll 
prime and throw 
grenades, fire 
weapons and enter 
melee. The environ¬ 
ment is dynamic 
(trees and walls 
crumble or are 
blown away by 


missed shots) as well as multi-levelled 
(enabling characters to snipe from win¬ 
dows). A successful ground mission not 
only will recover alien bodies and tech¬ 
nologies, but also will advance your sol¬ 
diers in experience and rank (and skills). 
An unsuccessful one will cause loss of 
equipment, funding and soldiers. 



Chrboiun 

Hort>h fliBcnca 
rUNOS> $2^1000 



2ncl Quarter. 94 
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Corridor 7 

by Capstone 


You IHOUOHT Corridor 

6 WAS ROUCH. .. 

Capstone ikenses the Wolfenstbn 3-0 encine to 

BRUM YOU THE AG10N AND HORROR CONTAINS M THE 
WORLD OF Corridor 7. 


In the year 2012, a team of U.S. scien¬ 
tists comes back from Mars with an alien 
artifact. It explodes, causing a link up 
that joins our world with another. Now, 
hideous aliens are pouring through the 
gateway that exits Into a top-secret mili¬ 
tary facility. As a special agent, you've 
got to go in there. Down Corridor 7 
reside nasties galore as well as the fate 
of the planet. At your disposal are myri¬ 
ad weapons of varying levels of destruc¬ 
tion capability. You'll need them all, 
since you have to kill everything you see 
by whatever means possible. 

Corridor 7 features technology 
licensed from Id Software, the makers of 




Wolfenstein 3-D and Doom. This new 
title contains a number of features 
including proximity mapping, full-screen 
action, infra-red and night vision modes 
and more. The aliens themselves don’t 
just fall over and die. They have extend¬ 
ed death scenes and while you fight 
them, they may morph into another 
being! The atmosphere of the game Is 
chilling as you look down corridors that 
fade Into the darkness. Check your 
heads-up display to see what’s going on 
around you. Duck into side halls to 
escape the action, but be careful! The 
aliens are everywhere. 


Game Summary 

Run, shoot and fight your way 
through 30 floors of aliens and other 
dangerous foes. Kill everything in 
your path as you explore a world 
created using the licensed Wolfen¬ 
stein 3-D engine. Kill more stuff. 
Check out a cool HUD. Kill even 
more things. Find groovy weapons 
and kill with them. 


Requirements; 

386/16. 2MB RAM. VGA 

Sound Support' 

Most major sound cards 

Available for: 

PC and compatibles 

Designed by; 

Capstone 

Distributed by. 

Intracorp 

Retail Price' 

pg’gs 

Theme 

Action 

Release Date 

2nd Quarter, 94 


If you want to be the one responsible 
for saving the collective bacon of the 
planet, you will have to fight your way 
through 30 levels of action. As you 
progress, the aliens get tougher and 
they start coming from everywhere. Only 
those with the quickest reaction time will 
have any hope of surviving. Polish up 
your cannon, folks, because Corridor 7 
is going to test you like nothing ever has 
before! Look for a CD-ROM version of 
Corridor 7 to be released sometime 
around mid-August. 
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TECH SPECS 

Requirements: 
640K, VGA. 2MB 
RAM 

Sound Support: 
Sound Blaster and 
compatibles 

Controller: 

Keyboard 

Available for; 

PC and compatibles 

Designed by: 
Infogrammes 

Distributed by: 
Interplay 

GAME SUMMARY 

As Edward 
Carnby. you must 
investigate the dis¬ 
appearance of little 
Grace Saunders 
and your friend. 
Face hideous zom¬ 
bies. evil creatures 
and death at every 
corner as you 
investigate the mys¬ 
terious One-Eyed 
Jack. 


My friend Striker sent me a 
telegram, which spelled trouble. 
Striker isn’t a telegram kind of 
guy. The wire said that he was In 
Hell’s Kitchen and that some 
character named One-Eyed 
Jack had kidnapped a little girl 
named Grace Saunders. I don’t 
like it when people mess with my 
friends. I like it even less when 
they mess with kids. 

So after Striker went missing 
for a couple of days, I decided to 
do a little investigation. I’ve had 
some experience with haunted 
and/or creepy houses before, so 
I figured I knew what to expect. I 
was wrong. 

After I blew open the gate and 
took care of the goon Inside, I 


CRAa Saunders 

nONAPPEO BY BAND 
OF VKIOUS PIRATESi 

Hei? Edward Carnby find an innocent 

CMU) AND AVENCE THE DEATH OF MS FRIBID 

M Alone m the Dark 2 from ■•Motion. 


waited a second and got my 
bearings. The goon I’d eliminat¬ 
ed dropped a tommy gun, a clip 
for it and a flask that made me 
feel stronger after I drank it. 

There were a few more goons 
up the path, so I tried to sneak 
up behind a statue I saw by the 
bushes. One of them started 
coming toward me and was aim¬ 
ing a gun, but I pushed the stat¬ 
ue out of the way and snuck 
inside the maze of bushes. 

This maze was a haven for 
killer zombie goons. There were 
about half a dozen I had to quell 
with my new tommy. Lucky for 
me a few of them dropped clips 
when they died. I also found a 
rope next to something that 
looked like a trap door with a red 
diamond on it. I couldn’t budge 
the door, though. 

Further on in the maze I found 
a grappling hook, which I 
attached to the rope. Next to the 
hook there were four trap doors 
like the one I’d seen earlier, one 
with each of the four card suits 
on it. I figured that the diamond 
I’d seen earlier meant some¬ 
thing, so I tried to move that one. 




Pick the wrong card and you’ll lose 
more than your ante. 

When I did, it fell away and 
deposited me on the ground in a 
cavern. 

There were a few more crea¬ 
tures here which I eliminated 
with the six bullets in my pistol. I 
found another flask and half of 
Striker’s notebook. I also discov¬ 
ered how to open that first trap 
door using something I found 
under the chest. One of the 
things dropped a sword, so I 
took it. 

Back out in the maze, I came 
across a place where two vines 
were whipping around violently. I 
inched up and one of them 
smacked me pretty hard. 
Thinking quickly, I drew the 
sword and started hacking. It 
took a few chops and the sword 
broke with my last swing, but I 
got through. Past the vines was 
a short guy with a pegleg gun. 
He hit me pretty badly, but I got 
him with the tommy gun. I also 
took the newspaper clipping I 
found. 

I was now by another statue. 
Something didn’t look right about 



If you don’t want to fight the zombies, stick to the right side of the road. If you want 
to make them eat some lead, hang to the left and start dealing death. 


Somebody get the gardener! The vines 
are getting unruly again! 
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it, so I took the hook and rope 
combination I’d made and 
swung it up on the statue’s arm. 
As soon as the hook caught, it 
yanked the arm down and a 
door in the base of the statue 
opened up. I had my misgivings, 
but it also seemed like the right 
thing to do, so I climbed down 
the ladder that presented itself. 



A tug on the statue's arm will advance 
you to the next stage of the game. 


Unfortunately for me, I couldn’t 
keep my balance and I tumbled 
the last few feet down the lad¬ 
der. I was alright, but both my 
tommy gun and my pistol slipped 
out of my grasp and fell into a 
crevice, gone for good. Looking 
around where I landed, I found a 
nickel, a paper bag and a crank. 
I also found Striker’s body. 

He had been dead for some 
time, and while I was tempted to 
push him over into the abyss so 
I would not have to look at him 
(or smell him), I couldn’t do that 
to such a good friend. I did 
locate the other half of his note¬ 
book, though, as well as a pipe 
cleaner. I fit the notebook pieces 
together and read it. 

The only way out was a locked 
door, and I didn’t have a key. 
Fortunately for me, there was a 
key In the door, albeit on the 
other side. However, using the 
scrap of newspaper I’d found 


outside and the pipe cleaner, I 
managed to get the key and 
open up the door to the sub¬ 
basement of the house. 

There was a goon inside who 
looked asleep. Carefully, I 
walked up behind him, inflated 
the paper bag and then popped 
it. He jumped, and when he 
turned around, I pushed the 
lever and ducked to my right. A 
barrel came swinging down from 
the ceiling, missing me by scant 
inches and taking the zombie 
out of the sub-basement and 
into the ocean. Good thing for 
me he dropped a manuscript, 
another flask and most impor¬ 
tantly, a riot gun. The clock in 
the room had a strange hole in 
the side of it. I inserted the 
crank, turned It, and a door 
opened up behind some barrels. 
Around the corner was a box of 
shells for the gun and an eleva¬ 
tor leading to the basement. 

Before I went up in the eleva¬ 
tor, I took a few minutes and 
read through all of the books 
and manuscripts I had found. It 
was a good thing I did, since at 
the top of the elevator shaft was 
a character with an accordion 
that shot bullets! The newspaper 
scrap I had used earlier to help 
get the key into this area was 
really a contract signed by this 
guy that said if it should be 
destroyed, he’d be taken away. 
So I tore it in half and he van¬ 
ished. He left me a hook; not a 
grappling hook this time, but the 
sort of hook you think of a pirate 
wearing for his missing hand. 

There were shots coming from 
another part of the basement. I 
thought I probably should avoid 


the area, but curiosity got the 
better of me. Before I peeked 
behind the door the shots were 
coming from, I picked up an old 
clothes beater. 

There were two zombies tak¬ 
ing target practice. When they 
spotted me, they started coming 
after me, but I held them off with 
the clothes beater. Once inside 
the shooting range, I noticed 
their targets were rotating cylin¬ 
ders with four faces, on each the 
symbol of a card suit. 
Remembering my run-ins with 
large card suits earlier, I 
punched, whacked and shot 
them all to the same suit, and a 
door opened with a goon behind 
It. 

Inside this storage room I 
found a bottle of whiskey, a flask 
and a slot machine that took 
nickels. So, I put the one I’d 
found into the machine and I 
won two tokens. I drank the flask 
and while the whiskey looked 
tempting, I resisted. 


■■ -i 
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Play the slot machine before you move 
on from here. 

Back out in the main room, 
another zombie had shown up. 
This guy looked pretty soused, 
he was, after all, standing 
around in his underwear. I crept 
up and put the whiskey right 
next to him. When he found It, 
he guzzled it down and promptly 
passed out. The bag he had 
been carrying contained a Santa 
Claus outfit. It was way too big 
for me, but I figured a disguise 
would probably be necessary, so 
I donned it and prepared to go 
upstairs to the house itself. 



The drunken zombie can be killed or 
placated with the bottle of whiskey. 






Tiiat was cl’osc. 

■ - 

Vfiere am I? 



In the caverns, Camby narrowly escapes with his life as he tumbles the last few feet 
down the ladder. The same cannot be said for his weapons, which are now lost. 


FMHnrM 

The early portion 
of Alone in the Dark 
2 is going to involve 
a lot of fighting. 
While you will often 
have the upper 
hand in combat, a 
wild miss with either 
a pistol or a hand 
weapon could open 
the door for trouble. 
Some of the zombie 
creatures you face 
will be able to shoot 
with almost no time 
between shots. This 
means you have to 
aim carefully. 

The best advice, 
of course, is simply 
to save your game 
constantly. If you 
make It through a 
combat sequence 
uninjured or with 
minor (less than five 
points) of damage, 
you should definite¬ 
ly save. Saving a 
game right by com¬ 
bat will allow you to 
practice your 
moves. 

Save bullets by 
using melee 
weapons whenever 
possible. Good 
times to use the 
battledore, frying 
pan or the like is 
when your enemies 
have trouble facing 
you. Doorways are 
Ideal. Other good 
spots to use hand 
weapons are 
Instances when you 
are faced with only 
one opponent. The 
tommy gun is much 
more useful against 
groups of zombies. 

However, don’t be 
afraid to spend 
some bullets when 
you need to. You’ll 
eventually lose your 
weapons anyway, 
so get whatever use 
you can out of them 
while you have 
them. 
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Know When 
TO Load 

With only one 
exception, you 
shouldn’t load your 
tommy gun until it’s 
empty The gun as 
well as each clip 
holds thirty rounds. 
Putting in a new clip 
before the old one 
is empty causes 
Carnby to toss the 
old clip for the new. 
If you aren’t careful, 
you can waste a lot 
of ammunition this 
way 

FlasksFrieno 

There is absolute¬ 
ly no reason to wait 
to drink a flask. 
While they can be 
used to heal dam¬ 
age they can also 
be used to add 
health points onto 
your total. Drink it 
now and you have 
the health to lose. 
Try to drink it when 
you re desperate 
and you may not 
swig the drink in 
time Drink them 
when you find them. 

Books 

You will find a lot 
of reading material 
in your journey. Be 
sure you take the 
time to read every¬ 
thing you can. On 
several occasions, 
the books and man¬ 
uscripts will offer 
more than just infor¬ 
mation. 

Study the books 
carefully for poten¬ 
tial clues on the 
vyhereabouts of 
other items or char¬ 
acters as well as 
background info on 
the game itself. 


The disguise worked, at least 
initially. The first creep who saw 
me was a short little mug in a 
chefs outfit. He told me to watch 
out for the dark squares on the 
floor, but I didn’t pay much atten¬ 
tion to him until it was almost too 
late. I stepped on a dark square 
in front of this weird statue, and 
it prepared to skewer me with a 
trident! I backed up just in time 
to see the little guy get impaled 
with the missile! Talk about a 
lucky break! On top of the statue 
was a crown that looked valu¬ 
able. 

One of the doors here was 
locked, so i entered the kitchen 
instead. Here I got a light snack 
and picked up a frying pan. It 
was a good thing, because the 
cook started attacking me with a 
blowgun! I used the pan to 
knock away the darts, and then I 
used it to knock out his brains. I 
located a bottle of wine and a 
bottle of poison that I combined. 
Back out in the hallway, I slipped 
this concoction through the 
hatch in the locked doors, poi¬ 
soning the guards inside. 

Inside the guard room I found 
a barrel organ that looked per¬ 
fect for the tokens I’d found. 
With the yellow token I got a 
doubloon, and with the brown 
one, I located a secret door. 
Inside this room was a bullet¬ 
proof vest which I donned imme¬ 
diately. a new tommy gun and a 
clip for It. 

It was time to try the upstairs. 
There was a goon at the top of 
the stairs, but a burst from the 
tommy silenced him. Across the 
hall was a billiard room, where 
the goon tossed me a derringer. 


Naturally, I used it to ice him, 
and the vest I was wearing 
absorbed all of his shots. I found 
a sword-stick when he died 
along with a half parchment and 
a book. 

In the other room upstairs, 
these two ghostly arms holding 
swords where standing guard 
over the other half of the parch¬ 
ment. I fought them off with the 
sword-stick. I also placed the 
crown on top of the head of a 
statue, and a room opened up. 
Inside, there was a strange 
amulet that transported me to 
the attic when I picked it up. 


^ A 
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What's a queen without a crown? In 
this case, she's a bust! 

I found a flask and a message 
In the room I wound up In. Out in 
the hallway I found another 
tommy gun, which was lucky 
since the one I’d found recently 
jammed up on me and a couple 
of zombies attacked. Once they 
were dispatched, I located a key, 
another flask and a hand 
grenade, which I couldn’t wait to 
use. 

In the junk room, I saw a jack- 
in-the-box that looked hungry for 
a doubloon, so I fed it one. As a 
reward. I got a little pompom that 
looked like it belonged to the 
animated jester dummy I found 
In the next room. Thinking it 
might want it, I tossed it into an 


adjacent garden-like atrium. 
Sure enough, the harlequin went 
after It only to be attacked by the 
resident snakes. I followed the 
clown into the garden area and 
found a chimney. Looking down, 
I figured I could make a grand 
entrance, so I dropped the 
grenade down the flue, and after 
it exploded, I jumped down 
myself. 

After a rough landing and a 
rougher battle with three charac¬ 
ters in the room, I did a little 
exploring, locating a billiard ball. 
I took it back up to the billiard 
room and dropped it into the 
pachinko-like table against the 
wall. It popped Into one of the 
holes and revealed a door that 
opened with the key I’d found in 
the attic. Behind this door, a 
great shock awaited me. 



One-Eyed Jack ntay be evil and undead, 
but be still cuts a dashing figure. 


I was trapped in a tiny room by 
One-Eyed Jack himself! He 
explained his plans to me and 
his eventual plans for poor, inno¬ 
cent Grace. As he walked out of 
the room, I used the armhook I 
had found in the basement to 
pry open the door, and I gave 
chase downstairs. It was here 
that I was overpowered by the 
magic of Jack’s assistant, 
Elisabeth Jarret. 

So here I wait, in chains and in 
agony in the hold of Jack’s ship. 
Little Grace Saunders just got up 
and pushed open the smaller of 
the two doors in the room and 
left. I hope she’s alright and I 
hope she can find some way of 
getting me free from these 
chains! -Steve Honeywell 


I 
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Now you must take the role of Grace to 
complete the solution of the mystery. 
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Edward Carnby, meet the ceiling. Ceiling, Edward. Using the teleporter is the only 
way to get from the second floor to the important and dangerous attic areas. 
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WHERE THE OTHER MAGAZINES STOP 

Serious gamers need a serious magazine iike 
ELECTRONIC GAMESl 

No one beats Eiectronic Games' coverage of 
every platform from portables to coin^ips. 

ELECTRONIC GAMES' critics rely on years of 
playing experience and hands-on game design 
credentials to analyze the latest cartridges and 
disks and put them in the right perspective. 

ELECTRONIC GAMES has all the headlines, 
new releases, plus much, much more! Every 
issue is packed with inside stories and insights 
that take you to new realms of electronic gam¬ 
ing! It's the only place you'll find entertainment 
superstars and industry insiders sharing their 
unique viewpoints while delivering the news 
and reviews that tell It like It Is! 

SUBSCRIBE TO ELECTRONIC GRMES 




I WANT TO GET THE MOST OUT OF CRMINC 
STRRT MY SUBSCRIPTION TO EC TOORY! 


Get 12 Full Color Issues of EG For Only $23,951 Send Payment 
To: EG, P.O. Box 1502, Lombard, IL 60148-9623 

Name_ 




Address. 
City_ 


State 


ZIP 


< 95 ! 


_Payment Enclosed 

Credit Card Orders: 

_VISA _MC 

Card No.. 

Exp. Date. 

Signature 


For Foster Service, Coll: 


Bill Me 


708 - 268-2498 

MaM c^•c*( or money onter payobto to Ooefcor Publications, Inc. Canada and Mesico add 
$10.00. All ottwrs by air mail $80.00. Any/aM dwetts or monay orders must be payaMe in U.S. 
funds, and must be drawn on an American bank. lAmetican Express monay order. CMank 
money order, or any other type of check or nwney order that would go thro^ a U.S. branch 
bank.) All foreign orders must be prepaid. Please allow 88 weeks 
for your first Issue. HCGF 






















TECH SPECS 

Requirements: 
286, 640K RAM, 
VGA 

Sound Support: 
Sound Blaster, 
Sound Source 

Controller: 

Keyboard/mouse 

Available for: 

IBM, compatibles 

Designed by: 
Papyrus 

Distributed by: 
Gametek 

GAME SUMMARY 

An interstellar 
adventure in trading 
and combat, 
NOMAD puts you in 
the middle of an 
intragalactic war 
between life and 
machine. 


Earth is now in contact with 
extraterrestrials. However, Earth 
is at a tremendous technological 
disadvantage because humans 
do not have the ability to manu¬ 
facture starfaring spacecraft. 
Despite this, we do have access 
to this kind of technology: an 
alien starship recently crashed 
and was recovered by Terran 
Space Forces. We know that 
you are not privy to this informa¬ 
tion; the site was in a remote 
area north of the Arctic Circle 
and all personnel Involved with 
Its recovery were immediately 
reassigned to solo observation^ 
posts in the asteroid belt. The 


We wiu disavow all 

KNOWLEOOE PERTAININO 
TO YOUR MISSION. 


The thrill of savino the known universe 

CAN BE YOURS WITH A lITTlE HOF FROM YOUR 
FRIBIOS M NOMAD. 



A good scanner Is the key to efficiency. 
The Musin make the best, 
ship has been repaired and you, 
as an agent of Earth Special 
Intelligence, as being made 
aware of this under strict oath of 
silence. You are not only the top 
candidate for a secret Intelli¬ 
gence-gathering voyage, you 
are the only candidate. You are 
expected to carry out this task 
with all the personal integrity you 
have shown during your previ¬ 
ous missions. The project’s 
goals are simple; you will visit 
foreign planets, meet with their 
indigenous races and bring what 
you learn back to Earth. If you 
are captured by a hostile race or 
if your mission is discovered and 
publicized here on Earth, 
Special Intelligence will disavow 
any and all knowledge of you 
and your mission. Good luck. 




There are twelve races In the 
game besides humans. You will 
need to familiarize yourself with 
all of them if you want to fully 
complete Nomad. Notice that I 
say “fully.” It is possible for peo¬ 
ple to be fanatical about some¬ 
thing without knowing the full 
basis for that thing’s existence. 

The Altec Mocker are a race of 
beings who have abandoned 
their physical bodies to become 
incorporeal energy beings. They 
are highly intelligent and have a 
hive mind—what one Altec 
Mocker knows, all know. 
However, individual Altec 
Mockers specialize themselves 
in their knowledge and will not 
discuss something about which 
they care little. Instead, they will 
direct you toward the Altec 
Mocker who possesses an inter¬ 
est in what you are asking 
about. 

The Arden are you first con¬ 
tact. Granger Brin O’Keef is the 
Arden who repaired the Nomad 
ship that crashed on Earth. The 
Arden are the guiding force 
behind a rather pell-mell collec¬ 
tion of races that make up the 
Alliance. They are generally 
level-headed, and will answer 
any of your questions that they 



This Shaasa ship is about to get dusted. His shields may be up (the purplish sphere) 
right now, but they wili soon fail. 


A quick scan of a ship will tell you its 
vitals, including armaments. 
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Robot away! Hope you sent him down 
with a good botboostef. 
can. In addition, they are a use¬ 
ful source for Hunter missiles. 

The Bellicosians are a 
nomadic group akin to the Huns 
and Mongols. They attack other 
ships ruthlessly, and they will 
only respect you if you can 
prove that you are worthy of 
their respect. Tip: destroy a few 
Bellicosians when you first 
encounter them; they will even¬ 
tually come to admire you. After 
you have gained their respect, 
you may trade freely with almost 
any Bellicosian. 

The Chanticleer are a race of 
crystalline beings. Not much is 
known about their planet of ori¬ 
gin; they live exclusively on vast 
crystal space stations. These 
stations are immense, nearly the 
size of a planetoid such as 
Earth’s Moon. They are an 
excellent source of information 
and mid-range weapons. 

The Korok is another hive 
mind race. They are your prima¬ 
ry enemy, controlled from an 
unknown source by the strange¬ 
ly evil Master Control Robot. 
Nevertheless, because your ship 
design is unknown to them, they 
will trade on a limited basis with 
you. Beware them, though, once 
trading is done, they will know 
that you are an enemy and will 
try to destroy you. In order to win 
the game, you must destroy the 
Master Control Robot. 

The Musin are essentially sen¬ 
tient chipmunks. They are 
Incredibly vain, except for Bob- 
clo-cli-mar. Bob is a central 
character, but locating him Is 
troublesome. In order to uncover 
the whole story of the game, you 
must find him. The Musin are a 
good source of information, and 
their technological prowess 
extends to scanners and jam¬ 
mers. The Phelonese (see 
below) are their sworn enemies, 
if any Musin asks if you’re 
friendly with the Phelonese, 
deny it. 


The Pahrump will trade for 
anything. This makes them 
extremely useful in getting rid of 
unwanted cargo. They are 
friendly but very materialistic. 
The one item they do have that 
you will absolutely want is the 
Eye of Kenelm. It can be had 
from them at a very high price. 

The Phelonese are descended 
from cats (thus the war with the 
Musin), and are a female-con¬ 
trolled species. You will hear of 
their men, but you will never get 
to meet any. They build the very 
best missile loaders and mis¬ 
siles. There Is a schism in their 
population having to do with the 
queen and her sister; you will 
learn about It if you ask enough 
people. Your primary interest In 
the Phelonese (besides weapon¬ 
ry) is to get them to join the 
Alliance. This can be accom¬ 
plished in two ways: obtain their 
sacred emerald cho vest and 
give It to the queen’s sister or 
save enough Phelonese ships 
from destruction at the hands of 
the Korok. 

The Shaasa are a newly 
spacefaring race and they are 
willing to buy almost any amount 
of gas (which can be collected 
by a gas-bot). They are difficult 
to understand because your 
ship’s translator has no record of 
them; because of this, you will 
never be able to get the vital 
Information they hold unless you 
can find a better translator. 
There is one in the game, but 
you’ll have to trade a goodly 
amount of facts in order to get It. 

The Ursor are big shaggy 
creatures whose language is 
based on folklore and the art of 



Does your ‘bot have what it takes to 
survive harsh pianetary conditions? 


storyteiiing. They are good- 
natured and friendly; you will find 
them a wellspring of ancillary 
information. In terms of what you 
will want from them: shield 
boosters. They have two excel¬ 
lent models: the Mighty Fence 
booster is the second-best one 
In the game, and the best can 
only be had from one source 
and extremely late in the game. 

The twelfth race is a secret. If 
you can manage to get the 
Universal Translator, you will 
find out about them from the 
Shaasa. 



There are several methods to 
winning the game, but the end 
result must always be the same: 
destruction of the Master Control 
Robot. Herewith, a brief set of 
scenarios. 

TRADING 

You can win simply by trading. 
This is one of the longest routes 
through Nomad, because it 
involves a great deal of knowl¬ 
edge of the intricacies of each of 
the eleven known races. The 
only way you can gain this 
knowledge is to interact with 



Gar-cio is a Musin spy (*‘clo" Is the Musin designator for spy) who is rather blase 
about talking to you. Note the half-lidded eyes. 


Interracial 

Etiouette 

There are a couple 
of races, the Musin 
and the Phelonese, 
that do not get 
along. It probably 
has to do with their 
species’ origins: the 
only word of advice 
I can five is do not 
attempt to reconcile 
the two. Don't even 
mention one to the 
other. 

Zen and the 
Art of Traoinq 

Be very careful of 
stepping on the 
very fragile egos of 
anyone you come in 
contact with. After 
you have initiated a 
conversation with a 
ship and asked a 
question, the pilot 
will always (unless 
he is a Korok robot) 
ask if you want to 
trade. Always 
answer “yes.” 
Failure to do so will 
hurt the feelings of 
the ship’s pilot, 
because Nomad’s 
universe is built 
around trading. If 
you ever find that 
you’ve hurt some¬ 
one’s feelings, 
attempt to assuage 
them with gifts. 
Musin particularly 
like Ahn Roses, 
while Phelonese 
enjoy the IR-300 
robots you pick up 
from destroyed 
Korok ships. Play 
around with it; most 
races have their 
own individual pref¬ 
erences for gifts. 
The only exception 
is the Pahrump. 
who like everything, 
including just plain 
space junk. 
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Taix to 
Everyone 

This is probably the 
most useful piece of 
information to 
remember in play¬ 
ing Nomad. Quite 
often you will be 
treated to a state¬ 
ment akin to “Who 
cares? Let’s talk 
about other things.” 
But you will find the 
occasional person 
who knows and 
cares about the 
topic you are inter¬ 
ested in, and that 
could prove crucial 
to winning the 
game. Always give 
the facts that you 
know will not upset 
another person. 

The only way to find 
out what someone 
else will get angry 
about is to ask that 
one initial time: after 
that, simply avoid it 
when talking to 
members of the 
same species. The 
exceptions to this 
rule are M’uret, sis¬ 
ter of the Phelonese 
emperor M’Nefer, 
and Bob-clo-cli-mar. 
Neither of these two 
will get upset about 
anything you could 
possibly ask them 
about; they are the 
two most level¬ 
headed NPCs in the 
game. 

Robots and 
Exploration 

Arch-bots and Spy- 
bots are very impor¬ 
tant to winning the 
game. Ranch-bots, 
Farm-bots and Gas- 
bots only help If you 
are trying to win the 
game through trad¬ 
ing. Pick up and 
employ good bot- 
boosters. 


WEAPONS OF WAR 

(and where to get them) 


Engine Boosters 

Roce 

Oo-For 

Ursor 

Venture 

Phelonese 

Vantage 

Phelonese 

Courser 

Arden 

•Worp 

Altec Hocker 

Shield Boosters 

Siege 

Musin 

Blost 

Arden 

Quortz 

Chonticleer 

Energy Fence 

Ursor 

Mighty Fence 

Ursor 

•Steolth 

Musin 

Missile Looders 

Impoct 

Arden 

Trocker 

Arden 


Sconners 

Race 

Scent 

Arden 

Spector 

Phelonese 

Argus Crystol 

Chonticleer 

Quick-Look 

Musin 

* Super-Seek 

Musin 

Jommers 

Com-Clook 

Musin 

Discors 

Discors 

Tumble 

Musin 

Tangle 

Musin 


them. Once you know them, you 
will know what they are looking 
for, and you will be able to ascer¬ 
tain the value they place on cer¬ 
tain key items that are crucial to 
a successful conclusion to the 
game. 


Crystol Speed 

Chonticleer 

Crystol Strike 

Chonticleer 

Seeker 

Phelonese 

Seeker Two 

Phelonese 

Missiles 

Hunter 

Anyone 

Crystol Velos 

Chonticleer 

Deoth Strike 

Phelonese 

Quietus 

Phelonese 


Note; Items marked with a bullet (•) 
are special items which can only be 
obtained through extraordinary 
means. 


EACLflNDlNG 
Fact-finding is almost as pain¬ 
stakingly difficult as trading, but it 
is one of the most rewarding 
ways to win. If you are talking to 
someone, look under the head¬ 
ing "Ask About...” You will find 
“Facts" listed as a topic. If the 
person you are talking to has 
some unclassified knowledge 
that he or she is willing to give 
away, you will learn it free of 
charge. Otherwise, you should 
bombard each person you meet 
with the items listed under “Give 
Fact..." Caution! Some facts will 
cause the person to whom you 
are talking to get mad and sign 
off prematurely. Learn what facts 



Traveling in the Nomad universe is a simple mouse-click away. Just make certain your 
ship is at 100% functionality before venturing into enemy territory. 



Chanticleer “home worlds” are giant 
artificial satellites. 


will make persons of a certain 
race angry, and avoid them in 
you next conversation with a per¬ 
son of the same race. 

BRU TE FORCE 
If you’re hell-bent for action, 
this is for you. While you can 
certainly end the game at any 
time by destroying the MCR 
(once you find its location), it is a 
lot more enriching to finish the 
whole game. If you can’t seem to 
find enough action by simply 
entering Korok space and blow¬ 
ing ships up, you can always 
access any friendly planet’s 
Comnet (with the exception of 
the Altec Mocker, Shaasa and 
Phelonese, who apparently have 
none) and get new and danger¬ 
ous missions. 



Botboosters are a big part of 
life in the Nomad universe, and 
you should get yourself some if 
you plan on doing any serious 
exploring. They come in two 
types: regular botboosters and 
ship botboosters. 

There are four regular bot- 
booster types. They are the 
Aquatic kit (tailored to specific 
bots) available from the Musin; 
the Crystal and Crystallium bot¬ 
boosters from the Chanticleer; 
the Heavy Duty botbooster which 
you can get from the Arden; and 
the Ursor’s Work-Hard and 
Work-Long botboosters. These 
are listed in increasing functionality. 

Ship botboosters will get your 
ship repaired much faster than It 
can do on its own. In order of 
increasing serviceability, they 
are the Jl’lff (from the Pahrump), 
Stable (Phelonese), Spark-in- 
Box-Fix-Metal (Ursor), Spiff 
(Musin), and Rejuv (Arden). Only 
one bot can work on your ship at 
a time, so if you’ve got a Rejuv 
model, feel free to get rid of any 
others in your Inventory. At a 
profit, of course. -Ted Chapman 
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SUPER MRS 

BUYER'S GUIDE 

EXCLUSIVELY DESIGNED FOR SUPER NES PLAYERS!!! 

Now there is a magazine made exclusively for owners of the hottest, most 
powerful Nintendo video game system ever made, the Super NES! Here is 
a magazine with all of the latest information, unbiased multi-person game 
reviews and spectacular maps and tips, so incredible that only the editors 
of Electronic Gaming Monthly could put it all together! Turn to the Super 
NES Buyer's Guide for the first and best info on the Super NES and its 
games! In each bi-monthly issue, you will find pages and pages packed 
with the most detailed full-color coverage on everything for your favorite 
16-Bit machine! With an exclusive focus on the best and worst the Super 
NES has to offer, this Buyer's Guide is the one magazine you can trust to 
get the most out of your Super NES System! 



6 ISSUES 
FOR ONLY 
, $ 19 . 95 ! , 




lElMWl 


THE #1 ALL-SEGA VIDEO GAME MAGAZINE 

Finally, a magazine made exclusively for owners of the Genesis, Sega CD and Game Gear! introoucing 
Mega Play, the first full-color publication with ail the tips, tricks, reviews and previews a Sega fan could 
ever want! Each bi-monthly issue is packed with behind the scenes info and photo-spreads of the latest 
8-Bit and 16-Bit sensations. And since it is 



from the editors of EGM, you know Mega 
Play is a magazine you can trust! To get 
the most out of your Sega system, you 
NEED Mega Play! 


START MY SUBSCRIPTION NOW! 


NAME 


ADDRESS 

Cin STATE 

ZIP 

Check mogozine choice: 

□ SUPER NES BUYER'S GUIDE-$ 19.95 

Method of payment 

□ Payment enclosed □ Bill me 

Credit cord orders: □ VISA □ MC 

Cord no. 

a MEGA PlAY-$ 19.95 

Expiration dote 

Signature 


Please include $19.95 for your subscription to 
Super Nes Buyer's Guide or Mega Play and mail to: 

Sendai Publishing, PO Box 1733, Lombard, IL 60148-8733 

For foster Service, Coll: 708.268-2498 

wdd I. llfliilfc • IJ. Wm* ki*J A* l«t,i ifA** k, «,«, dto. M UMb hr fcW taw. bwi dl U iwwii., 
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ships of these technological fac¬ 
tors, not force the player to rein¬ 
vent naval doctrine for each 
engagement. These standard 
tactics are further already (In 
most cases) programmed into 
the behavior of the Al, which 
gives the player further latitude 
to experiment. 

Given the limited nature of this 
space, we’ll focus on one sce¬ 
nario from the middle of the peri¬ 


od and trust that the general tac¬ 
tics discussed will shed light on 
similar situations. 

jmjmma 

This scenario Is the Port Darwin 
scenario, chosen with the variant 
Japanese invasion. This sce¬ 
nario offers even the casual 
player the opportunity to tinker 
with the mechanics of amphibi¬ 
ous assault with efficiency, 
rather than survival, at stake. 

After selecting this scenario 
(make sure the proper variant 
has been selected from the War 
Room!), set Nagumo to human 
and leave all other commanders 
to computer. If you wish, you 
may command the other 
Japanese forces as well, but 
their actions are outside the 
scope of this discussion. 

Nagumo Is in charge of four 
task fleets: one containing the 
pride of the UN. four large carri¬ 
ers; one consisting of transports 
and escort bound for Darwin; 
one with two CVLs and escorts; 
and one transport fleet bound for 
Broome. You’ll not need to mon¬ 
key about with navigation; all 
four TFs have proper orders 
already issued. Your focus here 
Is on the conduct of your carriers 
and their squadrons only. 

The two prongs of the invasion 
leave you with two separate 
interesting situations, allowing 
you to practice different tactics. 
Try the scenario several times, 
modifying your strategy slightly 
each time. Port Darwin is a great 
training scenario for larger oper¬ 
ations, like Olympic. 


There’s nothlrtg like an early morning strike to soften up resistance to an amphibi¬ 
ous invasion. Note the risky arming of the Zeros as bombers rather than escorts. 


Practice amphibious assault TEOiNiQues 

ON POORLY DEFENDS SHORES WITH THE PRIDE 
OF THE IMPBUAL JAPANESE NAVY. 


Carriers at War II covers the 
adolescence of air warlare, from 
the awkward early days of bat¬ 
tleships and biplanes to the fin¬ 
ishing schools of the late Pacific 
War. Along the way, tactics were 
refined, pilots achieved mastery 
and technology drove military 
science to greater heights. The 
scenarios span this range, from 
a hypothetical early meeting of 
Japanese and British forces 
before air power’s domination of 
the sea was established to a 
hypothetical illustration of the 
benefits air superiority lent to an 
amphibious assault in the U.S. 
invasion of Japan. 

Given this wide spread of time. 
It seems odd that the same gen¬ 
eral tactics work well in each 
scenario. This is partly a function 
of hindsight (i.e. we are aware of 
the awesome power of massed 
airstrikes, which the admirals 
and captains of the period were 
certainly initially unaware) and 
partly a function of the game’s 
design. The game Is. after all. 
Intended to show the relation- 


TECH SPECS 

Requirements; 
386SX or better 
2 Meg RAM 
Hard Drive 
Mouse 

Sound Support: 
Adlib, Sound 
Blaster, PAS. 

MT-32. Sound 
Canvas 

Controller: 

Mouse 

Available for: 

PC and 
compatibles 

Designed by: 

SSG 

Distributed by: 

SSG 

GAME SUMMARY 


Fill Austrauan SKIES 

WITH HORDES OF 

Zeroes. 


The Imperial 
Japanese Navy 
faces off against the 
Allies in the South 
Pacific in eight actu¬ 
al and hypothetical 
scenarios covering 
1936 to 1946. 

Watch air power 
develop from a 
curiosity to the ulti¬ 
mate deciding fac¬ 
tor in naval battles. 
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Broome is a very simple oper¬ 
ation, made interesting only by 
the fact that the carrier force is 
well in advance of the invasion 
force. The defenses at Broome 
consist only of two dozen search 
planes. These will be outfitted 
with bombs and sent against 
you, however, and are capable 
of doing serious harm to the 
invasion force. 

The easiest approach, of 
course, is simply to bomb 
Broome before these attacks are 
launched. Note, however, that 
this is an auxiliary force. It car¬ 
ries older planes (including the 
woefully inadequate Claude) and 
very few of them. The early 
strike at Broome will be unlikely 
to have significant effect. 

Therefore, do something that 
contradicts every other piece of 
advice in these pages: make a 
target of your carrier force. Send 
a small initial strike force, 
unescorted. This will do some 
damage and alert the Broome 
forces to trouble. Maximize stan¬ 
dard CAP on both CVLs, and 
await the return strike. It Is cru¬ 
cial not to send the Zeroes and 
Claudes on the strike, or there 
will not be enough of them to 
successfully defend the CVLs. It 
is equally crucial to send a 
strike, as otherwise the enemy 
squadron might still break 
through. Even a single hit on 
one of the carriers will cause 
enough of a victory point loss as 
to render the capture of Broome 
meaningless, so be very, very 
careful with this tactic. 


Time your land base strike missions until enemy pilots are headed home. Out of fuel, 
they’ll be forced to land under your bombs or ditch their planes. 


The force invading Darwin has 
a tough nut to crack. Darwin is 
protected by nearly eighty 
planes and bank after bank of 
anti-aircraft guns. Their naval 
protection, however, consists 
only of a single destroyer 
already busy escorting a large 
(and helpless) supply force. 

Your carrier force will not be 
able to (and should not, anyway) 
draw very close to Darwin given 
the time constraints of the sce¬ 
nario. it will easily be in range to 
contribute to the invasion. 

The Invasion force is well In 
advance of your carriers, and 
would easily fall prey to the 
heavy air assets at Darwin 
except that the spotting abilities 
of the base there are not the 
best. Of course, the element of 
surprise won’t hurt either. Even 
when stirred, however, the 
planes of Darwin are unlikely to 
do enough damage to stop the 
invasion in time. 

Your first decision (and most 
important) is when to launch the 
first wave of naval bombers. The 
heavy defenses of Darwin are 
likely to rip many planes to 
shreds; however, the earlier the 
strike, the more planes you’ll 
catch on the ground at Darwin. 
Long-range bombers are already 
enroute to Darwin from your land 
bases. Your best tactic is to time 
your initial strike to coincide with 
the heavy bombers already com¬ 
ing, thus massing the base with 
more targets and bombs than it 
can handle. Don't send the Vais 
along on this initial strike; the AA 


takes too heavy a toll on them. 
Save them for a second strike 
against the naval sighting that 
the first wave will report: the 
transports in the harbor of 
Darwin. Keep the Zeroes as 
escorts; there’ll be too many 
bandits over Darwin to count 
otherwise. 

Another tactic, more risky than 
the first, is to wait until Darwin 
has seen the initial wave of 
bombers and then issue the 
strike order. By the time your 
planes reach the target, the 
defenders’ CAP will be shot 
down or landing, exhausted. The 
invasion force is likely to suffer a 
larger air attack, however, so 
use with care. If your planes are 
really lucky and wait long 
enough after the first strike, you 
might catch Darwin’s air fleet 
being loaded for that naval strike 
and nearly unable to defend 
themselves. Read the sidebar of 
the next page for additional 
ideas on protecting your valu¬ 
able planes. _ 


wmmm 


Oefenoinc 

Carriers 

No single target in 
the game is worth 
so much as a heavy 
carrier: therefore, 
your enemy will be 
trying desperately 
to send yours to the 
bottom. In order to 
prevent this from 
happening, use 
these simple but 
effective tricks: 

•Don’t let him find 
you. Always, always 
keep the task force 
containing the carri¬ 
ers on the move. 
This blunts air 
attacks as much or 
more than sea 
attacks. 

•Maximize the mis¬ 
understanding and 
confusion among 
the enemy search 
planes. If you have 
a spare task force, 
move them in 
between your carri¬ 
er force and the 
enemy. Search 
planes will report 
just about every 
capital ship as a 
carrier: use your 
cruisers as a screen 
to absorb airstrikes. 

•Keep twice as 
many CAP planes 
in the air as you 
think you need. 
You’ll appreciate 
your caution when 
that unexpected 
airstrike hits. 

•Never take your 
task force anywhere 
near a land base 
with significant air 
assets. Even the 
most dedicated 
CAP will be unable 
to fend off the wave 
after wave of medi¬ 
um or heavy 
bombers that these 
bases launch. 
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Keepino your 
Airpianes Safe 

Air losses are an 
unavoidable result 
of naval combat. 
Pilots will prang on 
takeoffs and land¬ 
ings. and others will 
never return. This 
constant degrada¬ 
tion of your combat 
capability hurts not 
only your ability to 
achieve mission 
objectives but also 
your standing in the 
victory levels, since 
destroyed planes 
cost you victory 
points There are. 
fortunately, steps 
which you can take 
to protect your 
planes. These are: 

•Never launch a 
strike when the 
planes must land at 
night, or even at 
dusk Accidents will 
increase dramati¬ 
cally. Remember to 
reduce CAP at this 
time as well to 
avoid this problem. 

•Wait (if possible) 
for a better range. 
Wounded planes 
can travel a few 
miles better than a 
few hundred. You’ll 
lose far fewer 
planes to damage, 
as more actually 
return to the carrier 
or base. 

•Mass your strikes. 
Time strikes from 
several directions at 
the same target: 
overwhelm its 
defenses. Always, 
always, always set 
the fighters on 
escort; there just 
may be enemy air 
power you weren’t 
aware of. Plan mis¬ 
sions very conserv¬ 
atively. 


mum■ 


No one needs to be told to 
carefully observe victory condi¬ 
tions before proceeding with the 
scenarios. However, Carriers at 
War il is not content to isolate 
these battles from the cam¬ 
paigns from which they sprang. 
As Nagumo, you may succeed 
in capturing Darwin and Broome 
in the Port Darwin scenario 
according to orders, but If you 
lose three-quarters of your carri¬ 
er’s planes doing so, it's an 
effective loss for the Japanese, 
since later operations in that the¬ 
ater by Nagumo’s task force will 
have to be curtailed or stopped 
altogether. 

Therefore, besides ^loing your 
customary scanning of victory 
conditions for ultimatums, also 
check the relative victory point 
values of your forces In order to 
more accurately gauge the value 
of certain achievements. 
Consider the Port Darwin 
invasion scenario as an exam¬ 
ple. Invading Dili (the real focus 
of the scenario) is worth a maxi¬ 
mum of 64 victory points. 
Invading Darwin itself is only 
worth 19. Yet, at a victory point 
cost of three per naval bomber, 
Nagumo must shepherd the 
invasion without losing more 
than 6 bombers. If this total is 
exceeded, you've already paid 
more for Darwin than you’re like¬ 
ly to get back. 

Does this mean you should 
always leave your bombers safe 
and sound on the carrier decks? 


Far from it. What Is does mean 
is that you must be extremely 
cognizant of the risks and 
rewards of certain actions before 
undertaking them. 

To continue the Port Darwin 
example, there are other fruits In 
Darwin than Darwin Itself. A sup¬ 
ply force sits in Dan/vin’s harbor, 
ripe for the plucking. Eleven 
American transports, guarded 
only by a seaplane tender and a 
small destroyer. These make 
fine targets, comprising an addi¬ 
tional 87 victory points at little 
risk. Your Vais, who die like flies 
over well-defended targets like 
Darwin, will happily and safely 
send the transports to the bot¬ 
tom. You’ll certanly lose fewer 
than 27 Vais and you’ll gain 
plenty by It. 

Not all situations will be as 
clear cut, diie! to the vagaries of 
surface combat. The Ball Inva¬ 
sion force will certainly meet with 
the Dutch opposition forces. One 
of these forces, ABDA2, con¬ 
tains numerous destroyer that 
the Allied side doesn’t even lose 
points for losing. This is a no-win 
situation for the Japanese, who 
must commit (and lose) forces to 
eliminate what are basically attri¬ 
tion forces. The best option here 
is full avoidance; failing that 
impossibility, you’ll just have to 
deal with points slipping from 
your fingers. 

There are also certain point 
realities that complement or sup¬ 
plant conditions on victory. For 


example, the loss of either the 
Kaga or the Akagi will result in a 
British marginal win at best in 
the Port Darwin scenario. But 
the loss of the Soryu or the Hiryu 
will give the Allies 40 and 45 
points, respectively. This Is easi¬ 
ly enough to shove the final vic¬ 
tory totals a level or two in the 
direction of the opposition. 
Certain vessels represent 
enough of a tremendous point 
asset to be a target in and of 
themselves. The Allied ship 
Houston is worth an additional 
20 points, making It worth a cou¬ 
ple of bombers or destroyers to 
sink or damage. In any scenario 
with carriers, each carrier is well 
worth a victory level or more by 
itself, regardless of scenario 
conditions. 

And these selfsame victory 
conditions will sometimes neces¬ 
sitate risks or losses that seem 
to outweigh the victory point 
totals The invasion of Singoraja 
is an examj!)le, since It yields tiny 
victory points at a great risk to 
the invasiori force. Yet it must be 
doj3g. Grit your teeth and accept 
these situations. There’s nothing 
you can do about them. 

The upshot of all of this is that 
it is necessary to play Carriers at 
War II more conservatively than 
many other wargames. Judge 
carefully before releasing those 
planes or ordering that task 
force in closer. Is the probable 
gain worth the possible loss? 
Releasing planes Is guaranteed 
to produce loss due to pranging 
on takeoff and mistakes on land¬ 
ing, even if they see no hostile 
action. Will they either a) support 
or fulfill a necessary mission or 
b) kill more victory points than 
they suffer? If the answer to 
either of these is no, keep the 
pilots grounded. Warships 
should also use this advice. 
Destroyers are worth little com¬ 
pared to the bigger ships, and a 
crowd of four or five could take 
down a heavy cruiser or better. 

Remember to keep a close 
eye on your victory points. A 
good total can salvage a poor 
mission, and vice versa. 

-Kevin Perry 
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WOLfFACK 


TM 


Since its release, WolfPackhas set a new 
standard for submarine simulations. Winner of 
Tilt Magazine's Tilt D'Or award for best 
simulation. It has consistently topped the best 
seller charts, earning raves from the reviewing 
community: 


WotfPack can only be class!fiedas a genre 
buster, one of those rare games that sets a new 
standard for other releases in the same field to 
live or die by" 

Video Games & Computer Entertainment 


“The graphics for WolfPack are stunning .' 
Wargamer 


WolfPack is now available with 58 new 
missions (70 total) on IBM floppy disk, IBM 
CD-ROM (includes over 5 minutes of 
breathtaking animation sequences) and Amiga 
floppy disk. Coming soon on Macintosh floppy 
disk and CO-ROM. 


You command either a WW2 submarine wolf 
pack or the surface fleet. Historically accurate, 
your weapons and instruments are precisely 
keyed to the war year that you choose to play. 

A full construction set is included to allow you 
to re-create actual battles. 


Pick up a copy at your local software store and 
find out what underwater warfare is all about. 


WolfPack is published by NovaLogic’’', the 
creaters of Comanche *'. 
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Actual screen images 
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Mutants. Biohazards. Cyberspace. SHODAN. 

There's no time to rest when your foe doesn't sleep ... 
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* *W II Sv^ni Shoch, ^ 

K I lliolo}^l^tU cn^iiiecnii}; 

™ aiittiin^ion mcrgc_ 

a rajuinj; storm completely 
- out of litimaii control. As 
the };ame bcj^iiis. you 
awaken IVoin a lieali^ 
coma on the space stffion 
C itmfcf, only to finil flnirscll 
in the twisted arterm^i of a 
terrihle mutiny. Somehow, 
you've eseaped the fate ol^ 
your companions, who Iiaw 
heen mutated heyond 
recognition to serve ^ 

SHODAN, the ruthless ^ 

computer that now controls 
all station operations. With 
your neural interface, you ^ 
can ^jaek" into cyherspa^S 
SHODAN’s realm, to si 
clues to the mystery and.^^ 
stop a plot to enslaVCTittrutr 
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Actual screens may vary. 


Marvel at the first persoiv 3-D, 
sfflooth-saollng viewpoint os yo« 
jump^ ieoi oround comers, look up 
and dowiv dhnfa ledges, crawl 
through shafts, and even fly with 
rocket boots. 


• Experience the most sophisticated 
ph^ system in o computer gome, 
complete with voriobie gravity, recol 
effects, explosions, and moveidde, 
destrecHble obfects. 

• Usten to explosive sown! in ORIGIN'S 
new dynomicaly loyered mask 
systenv and view reolstic nomination 
effects - pools of fight, shadows, 
ffickering fights and fleshes. 


For a great game expcriemce, use 
AN iNTEUtS©'** 0X2 OR PENnUM’** 
PROCESSOR-BASED SYSTEM. 

For uterature on Intel 

PROCESSORS, CAU 

1-80O-75©-8766 


Available at a software retailer near you, or call 1 -800-245-4525 for MC/Visa/Discover orders. 


An Elactrenic Art** Company 
P.O. aox UI7SO AUSTIN. TX 7871* 












